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WELCOME 


CONNECTIVITY. LET ME run 

that word by you one more 
time. Connectivity, you see, is 
the future of games. Well, either 
that or Nintendo has got its 
head up its bracket We trust in Nintendo's 
judgement because they've never let us down 
before, except thats not exactly true either. 
Although as a first-party developer Nintendo 
continues to deliver games beyond reproach, 
the company has admitted recently that it did 
in fact make 'mistakes' in the launch of 
GameCube. Well, duh! Just like SEGA did with 
Sony, Nintendo totally underestimated 
Microsoft's ability to push Xbox into the public 
imagination. It's all the more unforgivable 
given not only the SEGA precedent, but also 
lessons that should have been learnt with the 
N64. We know that Nintendo is now actively 
courting third-party publishers, but with an 
average lead time of around two years 
required to get a game from concept to retail 
it seems a little late in the day. If it's true that 
the GameCube's successor is already in 
development and suggestions that it will go 
on sale as early as 2005 are to be believed, 
well, you do the the maths. 

On the evidence of E3 the GameCube will 
have to survive, certainly over the next few 
months, on a relatively small ration of games. 
Although there are proportionally more triple- 
A titles in the GC line-up than other formats, 
the overall output of GameCube games is 
much less than either PS2 or Xbox. 

This might go some way to explaining 
Nintendo's connectivity fixation but, and let's 
be honest here .. what the hell is that all 


about? GBA to GC offers some cool extras in 
certain games and it's a nice easter egg for 
people who own both consoles, but is it a 
selling point? As for the e-card reader, well, 
the Japanese love that sort of stuff, but it's 
not going to shift any machines in Europe. 

Time will tell, but at this moment the 
whole notion seems ill-conceived. 

GameCube will be okay for the next few 
months thanks to a steady drip of must-have 
titles leading into next year. With any luck, by 
then Nintendo's relationship-building will be 
starting to bare fruit because it's games that 
sell consoles, not gimmicks. 

To raise the spirits, you've got another 
jammed issue of CUBE in your hands (oh yes, 
you do). Check out the DVD for a whole 
bunch of cool new game footage plus a look 
at E3. We've also got more Action Replay 
cheats for you including Super Monkey 
Ball 2 and the great Soul Calibur II. The disc 
also allows you to play imported versions of 
SCII on your UK GameCube, if you didn't 
already know. On top of that we've got all 
the usual goodness just waiting to be 
feasted upon by your eyes. 

You know it makes sense. 

Miles Glittery 
Editor 
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and in your face 


| The GameCube's most eagerly 
awaited game plus more colourful 
cartoon magic from SEGA. It's a 
cutesy carnival!. 
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So much to see, there simply aren't 
enough pages! What to look forward 
to later this year... 
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Two months ago these two games 
were at opposite ends of the 
desirability scale, but since E3 
there's not much to choose 
between them. 
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M Those crazy kids at Eidos have 
been promising this 'un for so 
long we'd almost given up hope. Novy 
where's my garrotting wire? 


E3 FEATURE 


M Now the dust has 
settled and we've 
had a chance to sift 
through all the stuff we 
brought back with us, 
here's an overview of E3 ■ 

and what it means to you 
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ON THE DISCS 

If last month's discs pleased you then this month should send you into 
convulsions of pure delight — videos of the latest games in action, a 
montage of E3 highlights, a plethora of cheats and the means to play 
Soul Calibur II before everybody else... wonderful. 





Insert the VIDEO disc into your region 2 
compatible DVD player (it won't work on a 
GameCube console) and wait for the 
menu to appear. Then simply use the 
remote control to select the game of your 
choice or select the MORE option to go 
the next page. 


ALTHOUGH THEY MIGHT look similar, those 
two little discs are in fact very different indeed. 
Oh yes, dear reader, for one is a fully working 
Action Replay cheats CD while the other is a 
DVD packed with footage of some of the 
coolest games of the year. The DVD will NOT 
work in your GameCube but will work on any 
standard region 2 compatible DVD player as 
long as it has a ridge in the tray enabling it to 
hold 3" discs. 














Check out the F-Zero 
arcade machine 


Check out ex-Green Beret Nikki Connors doing 
her thing with lots of tasty hardware. Out to 
avenge the deaths of her family by taking out a 
terrorist organisation, this gripping adventure 
looks very nice indeed. 


wmmmmtfm- . i ■■■■ I 

Yup, even more F-Zero goods to feast your eyes 
on. This time around Byron's playing on the 
arcade machine, so if you find his skills offensive 
then please let him know. 


Acclaim enters the race with this futuristic take on 
the genre. It's very fast and very stylish. Don't 
believe us? See for yourself. 


BlflMIIQtiir 8 

Still not got a copy of Burnout 21 Have a look at 
what you're missing - we're sure you'll agree 
with our assessment of this top racer once 
you've seen it in action. 


CELL 

Watch Sam Fisher sneak around doing what he 
does best. If you can't wait for Metal Cear Solid 
then this may just be the game for you. 
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Insert the CHEATS disc into your GameCube and 
turn it on. Select from the on-screen menu the 
game you want to hack and then the cheat or 
cheats you'd like enabled. Follow the on-screen 
instructions and you'll have those troublesome 
titles beaten in no time. You can also use the 
disc to play a Japanese copy of Soul Calibur II on 
your PAL GameCube. 

ON THE CHEAT DISC 

BALDUR’S GATE 
SUPER MONKEY BALL 
LEGENDS OF WRESTUNG II 
SOUL CAUBUR II 
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E3 SPECIAL 

We were there! We were there! 

■ In this special presentation you'll be able to see the 
likes of Star Fox 2, Mario Coif: Toadstool Tour, Pikmin 
2, Mario Kart: Double Dash!!, Pokemon Colosseum, 
Custom Robo, Geist Billy Hatcher, Wario World, Final 
Fantasy: Crystal Chronicles and Pokemon Channel all 
being played with our own fair hands! Blimey, 
reading this, even we're getting excited. 


NEXT MONTH 

With E3 done and out of the way you'd be 
forgiven for thinking that we simply 
wouldn't have enough stuff to show you 
for issue #22. Well, you couldn't be more 
wrong! The video DVD will be as packed as 
usual, showing what you can be looking 
forward to playing this year! 

THE GAMES... 

Rogue Leader III, Metal Gear Solid: Twin 
Snakes, Prince of Persia, Beyond Good & 
Evil, Quidditch, True Crime, Madden 04, 
FIFA 04, Spy Hunter 2, Roadkill, The 
Suffering, Hitman 2, ISS3, 007 and more 


JUST WHEN YOU THOUGHT 
THINGS COULDN’T GET ANY BETTER. 


Just like last month, the CHEATS disc also contains a 
cut-down FreeLoader function that will enable you to 
play a certain game on your PAL Cube, no matter 
what region it is. This month 


NAME: SOUL CALIBUR II 
REVIEWED: ISSUE 19 
SCORE: 9.S 


For some bizarre reason the king of the beat-'em-ups isn't due out 
over here until the end of the year. SCII takes the Dreamcast classic 
(which hasn't been bettered by any other fighter since), adds new 
fighters, new moves, gorgeous visuals and a marvellous 
GameCube-exclusive character in the form of Link! 


Simply slap it in and boot up your machine 


then follow the simple prompts 
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“THERE ARE VERY STRONG 
RUMOURS THAT YOU’LL BE ABLE 
TO PLAY MARIO KART ONLINE” 






UP FRONT 


ITIRRID HRRT: DOUBLE DR5HM 



Ready... set... Mari-goH 


IF YOU READ OUR Mario Kart feature last issue, 
you'll already have the lowdown on this future 
Nintendo classic, and as a result can skip over the 
next few lines, what with them being a quick recap. 

Take a look at the shots - two riders per Kart? 
Yep. You can choose a pair of characters (any mix 
will do) and then decide which vehicle they should 
steer to victory. Because of this, your handling and 
speed are no longer determined by who you 
choose, rather which contraption you sit in. This, of 
course, raises the question of what the point is in 
having different characters on a gameplay level, but 
fear not for, as ever, we have the answers. 

You see, each character has specific weapons that 
only they can use. Whether these come in the form 
of Eggs with Yoshi or Giant Shells with Bowser, each 
have their own advantages on different courses 
which you'll have to take into account when 
choosing your on-screen persona. 

You're not just stuck with who you decide to stick 
on the back of the Kart, either. At any point during 
the game you can switch the two around, giving 
you double the usual amount of specific items as 
well as allowing the driver to keep theirs in storage 
while at the wheel! However, there's also another 
change that won't help you. If you get hit by 
another weapon you'll lose all your items. Likewise, 
you can no longer trail items behind you, making 
for much tougher defence methods akin to the 
original SNES Super Mario Kart. Truly this will be the 
most strategic Mario Kart yet 

At E3 there were playable Mario Kart: Double 
Dash!! booths, allowing you to take Mario and co 
for a spin. As expected, the old favourites made a 
comeback with Wario Stadium (renamed Waluigi 
Stadium) being bigger and muddier than ever, Luigi 
Circuit looking like Super Mario World in 3D, Toad's 
Turnpike being just as busy (and annoying!) and, 
best of all, a Donkey Kong jungle course where at 
one point you're shot out of a giant barrel at high 
speed! Impressive stuff. Other cool little touches 
include the way your second character pushes you 
off to a speedy start at the beginning of a race and 
the animation on the second character balancing 
three items (Mushrooms, Green Shells and so on) 
on top of each other, swaying left and right. 

However, this isn't the best of the news. There 
are very strong rumours that you'll be able to play 
Mario Kart online. Take a second to absorb that. 
Ready? Good. Back in 2002 Nintendo and 
GameSpy (a network that provides services for 
online games) signed a deal allowing GameSpy to 
become an "authorised tool provider". Now the site 
is reporting that - for free - you'll be able to hook 
up to the Internet and play against other people. If 
such rumour turns out to be true then this could 
become one of the coolest and most ■■■■ 
competitive games ever. Stay tuned. 



Yes, it's a princess sitting on a 
levitating traffic light. And? 




It's all turning into some kind 
of crazy trip, man! 


Some of the arenas will be 
familiar to MK veterans 
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Cock-a-doodle-doo! 
Cracking good fun 
from Sonic Team 


BY VIRTUE OF the fact it's been developed by 
the coders behind games such as Phantasy 
Star, Nights , Samba De Amigo and, of course, 
Sonic the Hedgehog, expectations surrounding 
Billy Hatcher are understandably at fever pitch. 
Happily then, we can tell you that from what 
we've played so far, it doesn't disappoint. In 
fact, Billy Hatcher is currently displaying all the 
typical Sonic Team signatures of colourful, 
simplistic, fun and intuitive gameplay that we've 
come to know so well from Yuji Naka and co. 

As ever with platformers, Billy Hatcher features 
a faintly ludicrous story lurking in the background 
to turn the cogs of the gameplay. In this instance, 
an evil king has caused an everlasting night to 
descend on Billy's homeland and in order to 
bring back daylight, Billy has to get to work 
finding the elders by rolling and hatching eggs... 
dressed head to toe as a rooster! 

Anyhow, aside from being able to 
masquerade as poultry, Billy's other major 
talent is handling those eggs. Essentially a 3D 
roaming platformer whereby each location is 
populated by enemies, puzzles and sidekicks, 
the game revolves around egg control and your 
ability to put them to good use. Indeed, all 
these elements link together to form the core 


ETRT5 
GAMECUBE EXCLUSIVE 


PLATFORM SKILLS AND PUZZLING 


ANIMAL SIDEKICKS 


CLASSIC SEGA PLAYABILITY 


© Animal friends, 
boys in chicken 


“I am Billy 
Hatcher, and I 
mean to hatch 
this egg. Who's 
with me? Stand 
up now!" 


suits, colourful 
eggs wouldn't 
you love to be in 
the dev meeting? 
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The idea is simple, if ludicrous. Expect 


one addictive platform puzzler 


BILLY HATCHER 





















“GAMEPLAY THAT’S AN 
ENJOYABLE MIX OF SKILL, 
SPEED AND PUZZLING” 
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AND THE GIANT EGG 



of the gameplay - rolling an egg over an 
enemy, throwing the egg like a boomerang or 
jumping and smacking it down on an enemy's 
head, produces fruit that eventually bloats your 
egg to a size where by pressing the R-trigger, 
you can crow at the egg and hatch it. Opening 
a grown egg reveals a useable companion 
(press X) such as a penguin or seal depending 
on the type of egg you've been rolling. The 
seal, for instance, has an ice slide attack that'll 
prove useful for solving fire-related puzzles. 

Typically for a Sonic Team title, a 
straightforward control system (simply walk 
against an egg to control it) allows for sections 
with an excellent sense of speed. For instance, 
running with an egg downhill becomes 
somewhat Super Monkey Ball in style as Billy 
tumbles along inclines while able to jump over 
gaps and roll and crush adversaries. Similarly 
characteristic of the developer are floating rings 
that shoot him skywards towards normally 
inaccessible areas. 

In all, Billy Hatcher is shaping up 
wonderfully with sound that's chirpy and crisp, 
visuals that are lurid and solid, and gameplay 
that's an enjoyable mix of skill, speed and 
puzzling. So far at least, SEGA seems to have 
struck the right balance between using your 
brain and your reflexes, and the sometimes 
troublesome camera issues that plague so 
many 3D games appear non-existent (so far, 
anyway). Frankly, if Billy Hatcher turns out to 
be anything less than great fun we'll ■■■■ 
be sorely disappointed. 
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CUBE 

examines 
the latest 
Nintendo 
Difference 


ELF BOY LINK in his latest adventure, The Wind 
Waker, may have been Nintendo's biggest draw for 
gamers this summer, but a different kind of link is in 
development as its main attraction this Christmas. 
Whereas both Sony and Microsoft are pushing online 
gaming as one of the most potent reasons to own their 
machines, Nintendo, as unveiled at E3, believes that a 
different type of connectivity is its trump card, the ace 
up its sleeve in this generation's console war. 

Before E3, the GameCube-GBA link-up had seemed 
like something of an under-used novelty, especially by 
third-party developers. Now, however, Electronic Arts 
has pledged to incorporate exclusive connectivity 
features into their upcoming titles - Konami's Metal 
Gear Solid will utilise the GBA and the return of 
Squaresoft and its monumentally anticipated Crystal 
Chronicles will also use handheld link-up as an integral 
mode of gameplay. As ever though, it's Nintendo's first- 
party titles that will be crucial in deciding whether 


gamers buy into this latest Nintendo difference or 
whether it leaves them indifferent. With this in mind, 
CUBE takes a look at Nintendo's own four lead 
titles that are based around connectivity. 

• The Legend Of Zelda: Tetra's Trackers: Each 
player links up a GBA to a GameCube and controls a 
different coloured version of Link in a maze-like race 
to track down Tetra's pirate followers. Located pirates 
give you a numbered stamp to prove you've found 
them and you'll need to collect these in the correct 
order. Navigating areas is made possible by using 
player-specific maps displayed on each GBA screen 
and also by hints from Tetra via the Pirate's Charm. 
Tetra's Trackers is essentially a straightforward 
multiplayer action game mixed with elements of 
quick-thinking strategy. 

• The Legend Of Zelda: The Four Swords: Those 
familiar with A Link To The Past on the GBA will know 
that Four Swords was originally a bonus multiplayer 
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An interview with the 
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Stage Debut 
is a kind of 
zoo-like 
novelty game 
where you 
simply watch 
yourself and 
others react 


© Shigeru 

Miyamoto has 
come up with 
the idea of a 
multiplayer 
Pac-Man 


Four Swords 
is an 

enhanced 
reworking of 
the CBA 
original 


GAME BOY ac^ance 








IE GC-TO-GBA 
SEEMED LIKE 
F AN UNDER- 
ED NOVELTY” 


LINK-UP HAD 
SOMETHING C 


mini-game. This GC version though, while requiring 
control via a handheld doesn't need any GBA carts. 
Gameplay-wise this is another action-based title 
although competition between players is a minor 
element, the emphasis instead is on strategic 
teamwork and co-operation. If a group of players 
split up, the GBA screens come into play. Going into 
a house or cavern, for example, transfers your 
playing screen to the GBA and that particular player 
can see secret messages or perform actions 
without others knowing. 

# Stage Debut: Coming complete with a GBA 
cartridge that also functions as a camera, this is a 
genuinely unique 'game'. We say 'game' because 
you don't really play it Using the camera you can 
take photos of yourself or friends and download 
them to the GameCube. Having done this there's 
then a series of yes' or 'no' questions to answer 
that determine the look and abilities of the body 
onto which the recently captured facial image is 
mapped. Your digital representation is then beamed 
into a playground or schoolroom setting and, Sims- 
like, begins interacting with whoever else is in 
there, be it another downloaded human or 
characters from Pikmin and Animal Crossing. Weird. 

• Pac-Man: Essentially this is Namco's original Pac- 
Man given a multiplayer twist, although only one 
person uses a GBA. The player using the GBA is 
Pac-Man whilst the other three control the chasing 
ghosts. The person controlling the old yellow pill 
muncher has a complete view of the maze area on 
their portable screen. The players using the ghosts, 
by contrast, see the big screen with only a limited 
view of events. The ghost player who catches Pac- 
Man trades the pad for the GBA and play continues 
until all the pellets are eaten or until three minutes 
have elapsed. Eating pellets earns points; the player 
with the highest score wins. 

Whilst the importance placed on connectivity is 
not just limited to link-up between GameCube and 
GameBoy Advance (think of LAN gaming and the e- 
Readers), it's obvious from the range of games on 
show at E3 that for the short-term future 
at least these titles are a major part of 
the Japanese giant's gameplan. 


IN THE CUBE WITH... 



MARCO HEIN 


NAME: MARCO HEIN 


POSITION: EUROPEAN PRODUCT MANAGER, NOE 


I CUBE: What are the European plans for online gaming? 
MH: The demonstration you see with Mario Kart is just a 
demonstration of what you can do. It's not guaranteed that 
this feature is as it is in the final version. This is more about 
g an add-on to the connectivity idea we're demonstrating this 
Kf time. Connecting different controllers to a machine to play 
£ with each other, connecting GameCube to Game Boy 
|j Advance, or connecting GameCubes together - that's the big 
| issue for this year, the connectivity idea 

| CUBE: So online isn't such a priority then? 

I MH: There's nothing announced yet Nintendo's very 
| careful about online gaming. First of all you have to have the 
I right business model. Competitors like Microsoft are not 

§ ? ~ interested in making money off what they're doing. Online 
gaming is the big issue of the week, but is it an issue for the 
mass market? This is the question. When you ask a normal 
| kid out there on the street I don't think it's currently a mass 
1 market. Mr Miyamoto is always interested to introduce a 
jw feature when its mass market compatible and can be 
I enjoyed by all players. 


I CUBE: Sony is here to stay. Is there room for two 
1 other competitors or will either Nintendo or Microsoft 
| have to call it a day? 

| MH : The videogame market has grown dramatically, it's 
I bigger than the movie industry at the moment The bad 
! news for us is that Sony is very strong. It's currently the 
I market leader, thats obvious. Did we make a mistake? Yes, I 
S think we did. We didn't have the right games at the right 
1 time, especially for the European market 


B CUBE: How are third-parties taking to the 
8 connectivity idea? 

8 MH: We've had a lot of meetings with publishers and 
i we've really encouraged them to show this feature. It's very 
1 sad to say that Nintendo promised a lot but hasn't delivered 
1 for quite a while in terms of connectivity. We showed the 
j Kirby demonstration two years ago and there wasn't a game 
3 so far that really made use of connectivity in a good way. 

I When you play the Zelda games you experience how much 

I fun it is to play with another player. For example, Tetra's 
Trackers is a very nice idea - you play on the GBA and get 
instructions from the television. The interaction brings the 
gameplay to a new level. 

CUBE: What are your thoughts on the need for 
'mature' games? 

I MH: We've learned we need a broad range of games, but 
i looking back to very old consoles. Metal Gear was on the 
I NES, Super Nintendo had Killer Instinct, and Mortal Kombat 
1 was on N64 so we've always had mature games. Of course, 

£ with the strength of Mario and Zelda Nintendo was always 
1 pigeon-holed in the kiddy corner. It's very obvious this time 
K that we have a lot of mature titles like Resident Evil, Metal 
£ Gear Solid, Geist, and a lot of all-ages titles like F-Zero or 
B Mario Kart. Because Mr Miyamoto's favourite games are 
1 games like Mario and Zelda we hire second-parties or we 
£ work together with third-parties to deliver [mature] content 
i into the games. 

I CUBE: Will Animal Crossing 2 be released in Europe? 

I MH: We're still considenng it for next year. We are not in the 
£ comfortable situation like America, which only deals with one 
I language. We have five different languages and when you look 
£ at Animal Crossing and even Zelda they are like books with 
c two or three hundred pages of translation. This means it takes 
1 months for the implementation and testing. You have to have 
£ the internal capacity to localise these games and we didn't 
1 have the capacity for Animal Crossing because of Zelda and 
® Metroid and especially [Pokemon] Ruby and Saphire which 
B took all our resources for this year. Secondly, to fully enjoy 
1 Animal Crossing you also need the card e-Reader. Also, I'm 
I not sure if s really a mass market game, especially for Europe 
I because of its visual appeal and gameplay. All these 
1 arguments combined, we decided not to have it for this year. 

I Ifs not coming this year, I can confirm that 
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HOW DO I CONNECT AND WHAT 
DOES IT COST? 

Getting online is simple - all you need is a broadband 
adapter, a broadband connection and, er, that's it Just 
as promisingly, Gamespy itself won't charge any fees 
for connection, that decision is up to Nintendo. In fact 
considering that senior figures at Nintendo have long 
claimed to be uneasy about the monthly charges often 
incurred by online play, this service may even be free! 




The 

Broadband 
Adaptor 
will provide 
the basis 
for LAN and 
online 
gaming 


“DON’T 
PEE YOUR 


pants ONUNE GAMING REVEALED 


Resident Evil creator. 
Mikami-san heipfufty warns 
against Resi 4 side effects 


How, what and when... 

IN A RECENT interview about Nintendo's online 
plans, Gamespy President, Jon Epstein, confirmed 
that his company will be providing the middleware 
technology that will allow GameCube owners to 
play networked games. 

Speaking more specifically about what actual 
features are catered for, Epstein stated that: 
"Developers that use GameSpy’s software would be 
able to quickly and easily add modules to their 
games which provide player matchmaking, text chat 
voice chat instant messaging, security, ladder 
systems, online storage [virtual memory card] and 
other online-related applications". What this actually 
means is that GameSpy is providing the software to 


allow developers to make games with the option to 
implement networked gaming complete with 
headset and keyboard communication and 
downloadable content Whilst the actual peripherals 
aren't confirmed for the GC, if a developer wants to 
code headset functionality, wants instant keyboard 
communication in an MMORPG, or even wants to 
include downloadable extras, then it can. 

Just as interestingly, Epstein was asked when 
gamers can expect to see the first Nintendo title 
using this Gamespy set up. His reply was: "I believe 
were looking at Q4 2003 or Q1 2004". In fact, 
following this confirmation, there's speculation 
that Mario Kart may ultimately feature 
online connectivity at a later date, but for 
more on this turn to page 26. 


EBBS 


The GBA version of Mario Coif is set allow GC link¬ 
up where you can train your character on your GBA 
and then transfer them for use on the big screen. 
Similarly, characters from the GC version can be 
downloaded for use on the handheld counterpart. 


Projected date Nintendo has told developers 



to expect the GameCube's successor 


“NINTENDO ARE 
NOT READY TO 
ACT, THEY’RE 
AiflEAbY ACTING” 

Saturo Iwata, President of Nintendo 





Animal 

Crossing 


Translation 
times have 
been reduced 
since the 16 -bit 
days, but six 
months is still 
way too long 
to wait 


Games giant declares 
war on import retailers 

FANCY BUYING ANIMAL Crossing down your 
local import store? Well, Nintendo would rather you 
couldn't. Solicitors acting on instructions from NOE 
have issued a "cease and desist" order to British 
retailers relating to the sale of import games. 
Effectively, what this means is that independent 


UK, four months after the US and nine months after 
the Japanese release - may be damaged by 
widespread importing. 

Contrary to this view, CUBE'S local import stores 
have expressed dismay at this descision, stating that 
they're now likely to sell only Nintendo's major 
releases for the year ahead as previously most 
official stock returned only a low profit margin, a 
fact made more palatable by sales from import 
games. Now however, they think there is less of an 
incentive to carry Nintendo goods. 


stores face being sued over the sale of games not 
expressly delivered to the European market by 
Nintendo. In fact, game stores now face the 
prospect of having to sign an agreement stating they 
won't sell imported goods if they want to continue 
selling official products. 

Commenting on these actions. Shelly Friend, 
Nintendo's European head of PR, has claimed that 
such measures ensure "fair play in the market for 
retailers". Indeed there have been fears that sales of 
Pokemon Ruby and Sapphire - just launched in the 




































TRI FORCE UNK-UP 

CUBE gets an exclusive first look... 


AT A RECENT sneak preview of the arcade 
version of F-Zero called F-Zero AX (see this issue's 
DVD for footage), CUBE went hands-on with its 
Licence Card system. If you enter your name 
before racing you get a unique ID code that's 
printed on a card dispensed from the machine 
when you finish racing. This card holds a record of 
medals earned, courses completed and such like 
and is transferable between any AX cabinet More 
importantly, points earned on this card enable the 


customisation of your ship. Somewhat 
worryingly, however, the much-touted link-up 
via the GC Memory Card is looking precariously 
unconfirmed for the UK. The cabinet we tried 
didn't have this feature enabled nor could any 
SEGA representative assure us that this 
functionality would make it to Europe. Either 
way, F-Zero AX looks identical to CX, 
with a few gameplay differences. 

Expect the CX review in two issues! 



Build your 
own 
custom 
ships by 
racking up 
the points 


® Stats are 
stored on 
a Licence 
Card/GC 
Memory 
Card 



THE MATRIX RECORDED 


The developer of Enter the Matrix, Shiny, has confirmed that 
it will be producing two more Matrix videogames. The first 
is due for release around Christmas 2004 while the next 
will launch in 2006 almost certainly as a next-generation 
release coinciding with the launch of another film. 



“PAL GAMERS ARE BEING 
ACTIVELY PREVENTED FROM 
BUYING IMPORT GAMES SUCH 
AS AC... THANKS NINTENDO” 

So as a PAL gamer you're now being actively 
prevented by Nintendo from buying games such 
as Animal Crossing or importing games such as 
Final Fantasy, F-Zero and Mario Coif months 
before they're localised for Europe. Nice. 

Frankly, we think this move only punishes 
Nintendo's most loyal core of avid gamers and 
given that determined importers can easily buy 
games over the Internet, something Nintendo 
can do little about, such efforts would be better 
spent localising code earlier for us Europeans. In 
fact, if Nintendo dedicated resources to 
narrowing the gap between Jap/US releases and 
their transition to our market, it'd never have the 
'problem' of imports in the first place. 

Translation times are far reduced from what 
they were, but we're still having to wait six 
months for FFCC, and will never see the likes of 
Animal Crossing. So often Nintendo 
seems to take one step forwards and B 
two steps back. Wake up guys! CUBE 


A HISTORY OF THE BIG N’S 
LEGAL WRANGLES 


See you in 
court... 


/T\ Donkey Kong 
was the first 

S ame ever 
esigned by 
Shigeru 
Miyamoto 



• 1982. Nintendo is 
threatened over 
infringement copyright of 
the film King Kong. The case 
went to court, Nintendo 
won SI.8 million. 

• 1985: Tengen, a subsidiary 
of Atari, sue Nintendo over 
its claim to own the right to 
Tetris. The case ends in 
Nintendo's favour. Later that 
year three million copies of 
Tetris are sold for the NES. 

• 2001: Nintendo threaten 
to sue independent retailer, 
CEX for selling imported 
games. CEX remove all 
import stock from its shelves. 

• 2002: Nintendo are fined 
£92.1 million for attempting 
to keep prices artificially high 
in some European countries. 

• 2003: Game stores are 
told that if they sell import 
goods then they won’t get 
any official stock. An innocent 
child PAL gamer sheds a tear. 


IN THE CUBE 
WITH... 


EIJI ANOUMA 

POSITION: ASSISTANT MANAGER, EAD 
COMPANY: NINTENDO 


i joining I 

Anouma studied a Compositon 
Design degree at the Tokyo 
National University of Fine Arts 
and Music. He joined Nintendo in 
1988 and has since worked on the 
Ocarina of Time, Majora's Mask 
and The Wind Waker 
At E3 in Los Angeles, CUBE was 
granted an audience with 
Anouma-san. Here's what we 
found out... 

CUBE: How did you get involved in 
the Wind Waker project? 

ANOUMA: It had been determined 
that the GameCube was going to be 
released and everyone kind of assumed 
that a new Zelda was coming out. I wasn't 
sure at the time who was going to be 
responsible for it but I walked into 
Miyamoto-san's office one day and said: 
"Okay, what am I going to work on next?" 
And Miyamoto-san actually asked me "So 
you're not working on Zelda yet?" 

CUBE: When you first began the Wind 
Waker project, which aspects were the 
most ambitious, and did these turn out to 
be the most challenging? 

ANOUMA: Because the GameCube 
was a new system we had to re-learn how 
that system worked. We needed a new 
engine and that's where I started. That 
was a big challenge. Because I had the 3D 
know-how from the N64 version, it wasn't 
simple but it was pretty easy to overcome. 
Also the cel-shading we put in Wind 
Waker, that took a lot of time. 

CUBE: What was the best part of 
the project? 

ANOUMA: Actually with this project I 
was able to have a lot of fun. I don't know 
if it's just because I'm getting older - I 
recently turned 40 - but going into 
projects where I have the pressure of 
creating something good, it's always more 
of a challenge than anything else. I always 
report directly to Miyamoto-san and he 
puts a good kind of pressure on you. 

CUBE: Why is Wind Waker all 
text-based? 

ANOUMA: In conversations, using 
text has always been Zelda' s style. Zelda 
has always worked that way. Another 
reason for keeping the text was when 
anyone reads anything - a novel, text on 
screen - they're allowed to put their own 
flavour to it, their own interpretation, the 



voice that they hear in their heads. Rather 
than influencing that by making the 
characters on screen speak, I wanted the 
players to have that. I don't know if you've 
noticed, but Link never speaks. That's an 
intentional thing. I want the player to 
create their own idea of who Link is rather 
than giving Link a voice. 

CUBE: What do you think is so 
appealing about the character of Link? 
ANOUMA: As I said before, each 
player has their own version of Link and 
because everyone has created their 
own Link, he's a hero everyone can 
relate to because they have their own 
idea of who he is. 

CUBE: Was the cel-shading your idea? 
ANOUMA: I tried to make 
something a little more realistic first like 
the N64 version, but I actually think that 
took away from the playability of the 
game. When creating Wind Waker I 
deformed the character a little bit 
making him more versatile. Right now 
there's Soul Calibur II with a very 
realistic Link. That Link is not required to 
travel long distances. If he walked a 
really long distance it would take forever. 
Making Link shorter, making his 
proportions the way I did, he's able to 
travel faster. 

CUBE: How will the next Zelda game 
follow on from The Wind Wakerl 
ANOUMA: When creating a sequel 
to an original what I like to look at first 
and foremost is what was good and bad. 
However, when creating one game I like 
to make sure that even though it's a 
sequel it doesn't require people to have 
played the original. 

CUBE: Will the next game include the 
boat or another form of transport? 
ANOUMA: With regard to Link's 
method of transport in Wind Waker 2, 1 
still don't know. Actually the play field has 
not been determined yet In Wind Waker, 
because we decided to put him on the 
ocean, by default his method of transport 
was a boat. It wasn't that we wanted to 
put him on a boat. 

CUBE: How far along in development 
is the sequel to The Wind Wakerl 
ANOUMA: I am unable to give any 
details right now. I hope to have a 
playable version by the next E3, but I hope 
you can be patient. 
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Turn your 
GBA into 
an MP3 
player! 

• ••«> 


• . 



AMP UP YOUR GBA 


NINTENDO’S LITTLE POCKET rocket is quite an 

amazing machine. Not only does it have a 
staggeringly good library of games and the recently 
announced ability to play cartoons (see last 
month's news), but the Advanced Music Player 
from Datel now allows it to function as your very 
own Walkman. The AMP is a cartridge-sized device 
that can store and play back any of your MP3s. For 
£29.99 you get the cartridge along with a USB 
cable, the software to link to your PC, a set of 
headphones and, if you're an SP owner, there's also 
a free headphone adapter. 


We've got three AMP's to give away, so if you 
fancy winning one then you need to identify 
Gary's favourite band from the following list. 

Is it: 

A) THE LIGHTHOUSE FAMILY 

B) RADIOHEAD 
0 WHITESNAKE 

Simply post or e-mail your answers, along with 
your address, to the usual address. 




^ The GBA 


plays 
cartoons, 
MP3's, 
and soon, 
you'll be 
able to 
take 
photos 







© Each character 
you play has 
unique 

abilities. Leila's 
specialities are 
martial arts 
and sporting a 
cyclops eye 


© We've 

played quite 
a bit of 
Futurama 
recently and 
put quite 
simply - it's 
great run 


@ 1Futurama the 
game features 
half an hour 
of genuinely 
funny cut 
scenes 


FUTURAMA 


Kiss my 

shiny 

metal... 


ASK, ANY GAMER these days to name the most 
over-used style of visuals and they'll tell you it's 
cel-shading. But Futurama is a cartoon anyhow so 
we don't mind, and besides, this game actually 
looks quite neat, and the series on which it's based 
was hysterical. We say 'was' because it was 
recently cancelled, however, the script writers and 
voice actors aren't signing on just yet as they've 
turned their hand to the plot and characterisation 
right here. In fact, the whole project has been 
overseen by Simpsons creator Matt Groening and 


features Fry, Bender, Leela, Dr Zoidberg et al in 
a story that sees the staff of Planet Express 
Deliveries travelling back in time to prevent 
Mom buying them out and owning 50 per cent 
of the earth in the process. 

We've played Futurama and can tell you that 
it's shaping up to be a genuinely funny and 
enjoyable 3D romp around sci-fi settings 
incorporating a solid mix of platforming, 
shooting and puzzle solving. We'll 
bring you more on this soon. 





















































lo-Interactive 


A^r A ^N2 

ASSASSIN 


O 3002IO Interact** A/S 


TM » and th* Nintendo Qamtcutw k>gc an trademark* o* NtetandoO 2002 Nntendo 
























































































GCN 


ERtTlECUBE nElU5 






A game charged full of 
Eastern promise 


Fledgling developer Skip is 
an increasingly rare 
commodity - a Japanese 
leftfield maker of niche 
games that actually receive a 
Western release. Having 
previously given an 
exploratory twist to the RPC 
genre with GHtpia, Skip has 
now decided to go against 
the trend for colossal mech- 
suited robots and make a 
miniature robot title instead. 

Chibirobo actually means 
'small robot* in Japanese and 
that's exactly what you 
control - a JOcm-high, 
metal-cased automaton. As a 
diminutive chibirobo, you're 
staying in a professor's 
mansion as burglars arrive to 
try and steal your creator's 
finest invention - a 
conscious robot It's up to 
you to protect and rescue 
the Prof, only being so small 
in stature means that 
navigating your master's gaff 
takes some ingenuity, 
especially seeing as you 
need to keep recharging 
your batteries by using the 
plug that dangles from 
your back. 

In fact just controlling a 
chibirobo takes some 
consideration. Using an on¬ 
screen cursor pointer that 
turns green to encourage 
movement and investigation 
and a red cursor to cancel or 
dissuade from curiosity, you 
essentially lead your android 
in a Lemmings -like fashion, 
commanding him to where 
you want him to go. 

Interestingly, your 
chibirobo will learn from 
your style of command and 
behave accordingly. Control 
erratically and your robot will 
start acting unpredictably 
whereas if you provide 
straightforward and useful 
commands, your avatar will 
begin to learn new abilities 
and gain access to new 
areas. As you read this 
Chibirobo will have launched 
in Japan, and we'll have the 
full review next 



TAK AND THE 
POWER OF JUJU 


Quite how and 
why this Orang 
Utan's forearm 
became 
separated from 
his body is a 
disturbing 
mystery 



4*0 

7 % 

Ufa 


Meet 

THQ's 

new 

mascot 


IN VIDEOGAME HISTORY it's only mainly been your 
Sonics or Marios that get translated from code to 
celluloid but with Tak, THQ's bowl-cut-sporting, rattle¬ 
carrying, monkeyboy-cum-apprentice-magician, they're 
doing things differently. In partnership with Nickelodeon, 
a cartoon will be drawn around this character, but only 
when the game is finished. Obviously, there are high 
expectations about what developers Avalanche Software 
can achieve with this 3D platform puzzler. 

So far at least, we're told there'll be ten levels, a 
wealth of well-animated animal characters in each 
location and magical abilities that help you solve puzzles 
- and your inventory includes a pole vault a blowpipe, 
explosive eggs and a chicken suit Yes, it's obviously a 
title aimed at kids and it doesn't seem to be offering 
anything massively out of the ordinary, but it pHHM| 
may turn out quite decent 




REMEMBER THE GROSS -out cartoon Ren And 

Stimpyl You know, with that fat red oblong of a cat, 
the skinny chihuahua and the "Happy, Happy, Joy, 
Joy" song? Well, Spumco, the makers of the series, 
have gone and turned their artistic hand, 
appropriately enough, to a toon-shaded game. 

Co! Go! Hypergrind features 12 controllable and 
unique skaters fresh from the warped minds of 
Spumco with the premise being that the 
animators are auditioning wacky characters to 
appear in their upcoming videogame (oh, the 
irony). Extreme sports gamers familiar with the 
chairman of the board, the Tony Hawk's series, will 
feel instantly at home with the controls - only 
points are awarded not just for big combos but also 
for decapitation, blowing yourself up with dynamite 
and getting drowned in crap. Basically, the more of 
a hazard you make of yourself, the more your 
crashes make onlookers wince and the more you 
disregard life and limb, the better. A very sick twist, 
but one we're certainly looking forward to. More on 
this in the next few months . 
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URBAN FREESTYLE SOCCER 


Back of 
the net... 



Think a far 
more realistic 
version of 
Soccer Slam 
and you're 
there 


ACCLAIM HAS GIVEN the beautiful 

game a makeover. It's dressed it in combat 
pants, slipped a sweatband over its wrist and 
taught it say 'Blingin" in a mockney accent. In 
short, it's taken football back to the streets. 
Urban Freestyle Soccer features rival gangs in 
a not-so-friendly kick-around, where garage 
doors replace goalposts and the rules are left 
on the sidelines. 

Control is, we're told, 'intuitive' (meaning 
simple) allowing players to easily perform a 
repertoire of showboating tricks, flicks, volleys 
and scissor kicks. Teams are gang-based and, 
in a similar style to other arcade style footie 
games such as SECA Soccer Slam and Red 
Card, there's a simple combo system. Combos 
earn your team points, which can buy you 
upgrades, mini-games and hidden rewards. 

The developers have made quite a few football 
games in the past so we suspect they 
know they're doing. 




yOJRBAPSNEeP 
A8UXVYGOOO 
CLEAH MATE/ 


/1FTBR SUCKING OUR 
OUST, XSM' S BAP- 
IOSER BPrTOR 
THROWS A WOBBLY/ 


OFFICE 

MOMENTS 


To prove once and 

Tar all that 
'TaweCiobe roolz and 
Xbex sux. the CUBE 
tea* takes en sister 
wa? XBM in a Bumeut 
r c challenge! 


SO IT'S OFFICIAL. GC ROOLZ/ 
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/IN Mace Griffin 
KHf features 
macabre 
death 
animations 
and more 




MACE GRIFFIN 


Vivendi takes 
a pop at the 
FPS genre 






© Shaping up 
nicely don t 
you tnink? 
But will it be 
better than 
752? Hmm 


HE MAY SOUND like an aftershave from the 
seventies, but Mace Griffin is actually a bounty- 
hunter brute voiced by Henry Rollins. Set hundreds 
of years in the future, Mace is framed for a murder 
he didn't commit and sent to prison for a decade. 
On his release he becomes a gun for hire in order 
to track down the people who framed him. By 
carrying out missions such as infiltration, 
smuggling, protecting crime lords, blowing up 
space stations and stopping rustlers from stealing 
alien cattle (apparently there's a roaring trade in 
gargantuan flatulent cows - and no, we're not 
making this up) Mace gets closer to the truth and 
his revenge. All of which means that Mace Griffin is 
a gun-laden FPS with the additional novelty of 
spacecraft-based flying sections, and could well 
prove a worthy addition to the GameCube's sparse 
roster of shooters. Full review in a couple of 
issues time... 
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@ For once, the 
flyinjg 


sections 
aren't 'on- 
rails' Thank 
the Lord 
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First-person 
shooting 
sections are 
mixed with 
intense third- 
person 
mauling 
action 


Play Predator and go Commando as 
Atari makes Arnie its next action hero... 

FOR AS LONG as we can remember there have 


At the time of writing the plot itself is a closely 
guarded secret although we have managed to 
discover that besides the appearance of a female 
Terminator, 73 features a T800 programmed with 
a glitch, meaning that Arnie switches sides 
between fighting for the humans and being 


HUMAN CASUALTIES 0 0 


POWER lOO 
CURRENT WEAPON 
30 CAL MACHINE GIInT 

PRIMARV AMMO R4 
SECONDARY AMMO NONE 


been games based on the Terminator, but Arnie 
has never given permission for a game to use his 
actual voice - until now. Much like Atari's other 
film tie-in of 2003, Terminator 3: Rise of the 
Machines features not just Schwarzenegger, but a 
storyline that dips in and out of the film 
accompanied by actual movie footage, including 
exclusive scenes filmed by the cast of the movie 
and shot by the film's director, Jonathan Mostow. 


BARE HANDS 

CRS PHASE PLASMA RIFLE 
PUMP SHOTGUN 
HANO GRENADE 
RPG ROCKET LAUNCHER 
MPS SMG 


controlled by SkyNet (see interview). 

Alternating between both first and third-person 
gameplay, 73 features gunplay and brutal combat 
in locations such as the desolate future and 
present-day downtown LA using weapons like 
lasers, rocket launchers and (cue the voice of 
Arnold) an 'Uzi 9 millimetre'. 

Terminator 3: Rise of the Machines will 
in shops by the end of the year. 
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TARGET IDENTIrlC ATION 
LWO0 02 SWA TO 
TARGET IFF ID 
untrriry / 


TARGET SCAN: ACTIVE 
OETERMN ATION *■ 

■tabIiEt tollmen 


This is the 
Terminator 
HUD, from 
where you 
recieve mission 
and enemy info 



PETER WYSE 1 


POSITION: 

SENIOR PRODUCER 

COMPANY: 

BLACK OPS 


CUBE: How did you first 
get into the videogame 
industry? 

PW: After studying theatre 
at Northwestern University 1 
moved out west to begin a 
career in entertainment And 


1 was writing screenplays 
when 1 was hired in 1996 to 


write and design games for 

Disney Interactive. After 1 got 
my first taste of producing 
games, 1 never looked back. 


© 


Standalone gun 
turrets come in 
very handy for 
mowing down 
those pesky cop 
cars 



CUBE: What are your top 
three games of all time? 

PW: Civilization II, Doom II, 
Gemstone 

CUBE : What features are 
you most proud of in Rise of 
the Machines and how do 
you think it compares to 
other acclaimed first-person 
shooters? 

PW: You play as the 
Terminator! For the first time 
in a first-person shooter it 
makes sense how I can take 
thousands of bullets and 
keep coming. I’m a 
Terminator, that's what I'm 
designed to do. And I'm not 
just any generic Terminator 
model, I'm Arnold. Also, not 
only do we play out some 
levels as the good 
Terminator, protecting life etc, 
but we also get to play as the 
bad Terminator, hunting 
down humans in the future. 

CUBE: How much voice 
acting has Arnie recorded? 
PW: Our voice sessions 
lasted for over four hours. 

The game will be chock-full 
of the Terminator. 

CUBE: Will there be any 
multiplayer features, hidden 
extras or GBA link-up in the 
GameCube version? 

PW: We are planning on a 
ton of secret goodies (some 
of which may even include 
some multiplayer functions). 
You can also expect to find 
one secret movie clip that 
was shot exclusively for the 
videogame. We're still 
deciding how hard we want 
to make players work for this 
clip! Other extras will include 
production artwork like 
photos and storyboards, 
special behind-the-scenes 
exclusives and much more. 
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UK RELEASE UST 

CUBE'S at-a-glance guide to what you can expect in 2003 


GAME 

GENRE 

PUBLISHER 

RELEASE DATE 

ANTICIPATION 

Speed Kings 

Racing 

Acclaim 

4 June 

★ ★★ 

XGRA 

Racing 

Acclaim 

22 August 

★ ★★★ 

P.N.03 

Shoot-'em-up 

Capcom 

29 August 

★★★★ 

Dead to Rights 

Action Adventure 

EA 

August 

★ ★★ 

True Crime: Streets of LA 

Action Adventure 

Activision 

19 September 

★★★★ 

Dragon's Lair 3D 

Platform 

THQ 

Q2 2003 

★ ★ 

Mace Griffin Bounty Hunter 

FPS 

Vivendi 

Q2 2003 

★ ★★ 

Tom Clancy's Rainbow Six: Raven Shield 

Strategy 

Q3 2003 

Ubi Soft 

★ ★★ 

Harvest Moon 

Life Sim 

Ubi Soft 

3 October 

★★★★ 

XIII 

FPS 

UbiSoft 

17 October 

★★★★ 

Pflunin 2 

Puzzle Adventure 

Nintendo 

November 


F-Zero GX 

Racing 

Nintendo 

November 

★ ★★★★ 

Calibur '■■■■■■ 

Beat-'em-up 

Nintendo 

Q3 2003 


Starcraft: Ghost 

Action Adventure 

Vivendi 

Q3 2003 

★ ★★ 

The Hobbit 

Action Adventure 

Vivendi 

Q3 2003 

★★ 

Worms 3D 

Puzzle 

Activision 

Q3 2003 

★ ★★ 

1080: Avalanche 

Sports 

Nintendo 

November 

★ ★★★★ 

Mario Kart 

Racing 

Nintendo 

November 

★★★★★ 

Prince of Persia 

Platform 

UbiSoft 

November 


Beyond Good & Evil 

Adventure 

Ubi Soft 

21 November 

★ ★★★ 

Terminator: Rise of the Machines 

FPS 

Atari 

November 

★ ★★ 

Billy Hatcher and the Giant Egg 


SEGA 

Q4 2003 

★★★★★ 

SSX 3 

Sports 

EA 

Q4 2003 

★★★★ 

The Hobbit 

Action Adventure 

Vivendi 

Q4 2003 

★ ★★ 

Hnal Fantasy Crystal Chronicles 

RPC 

SquareSoft 

Q4 2003 

★ ★★★★ 

Mario Golf: Toadstool Tour 

Sports 

Nintendo 

Ql 2004 

★ ★★★★ 

Mario Party 5 

Party 

Nintendo 

Q1 2004 

★ ★★★ 

Nintendo Puzzle Collection 

Puzzle 

Nintendo 

Ql 2004 

★★★★ 

Kirby's Air Ride 

Racing 

Nintendo 

Ql 2004 

★ ★★★ 

Star Fox 2 

Shooting 

Namco 

Ql 2004 

★★★★ 

Paper Mario 

RPG 

Nintendo 

Ql 2004 

★ ★★★ 


IMPORTANT DATES... 


for those who can't wait. CUBE picks a 
selection of the very best games about to be 
launched in the East and across the pond. 


JAP RELEASE DATES 


VIEWT1RJL JOE CAPCOM 16 JUNE 

F-ZERO GX NINTENDO 26 JULY 

MARK) GOLF: TOADSTOOL TOUR NINTENDO 28 JULY 

FT: CRYSTAL CHRONICLES SQUARE-ENIX 8 AUGUST 

TALES OF SYMPHONIA NAMCO 28 AUGUST 



US RELEASE DATES 


MARIO GOLF: TOADSTOOL TOUR 
F-ZERO GX 
SOUL CAUBUR II 
XGRA 




MARIO WILL 
NEVER START I 
SHOOTING HOOKERS 


BILLY HATCHER 


F-ZERO GX 


MARIO GOLF 


George Harrison senior vice president of marketing NQA 


Startling first details of Mario's next game emerge 


DATA BURST 


PAL GCs sold 

1.6 

MILLION 

Sales of first-party 
PAL software 

3.5 

MILLION 


THE ERmE5 THRT KEEP U5 RIUFIHE HT fllGHT! 


PAL Wind Waker sales 
in launch weekend 

300 

THOUSAND 


figures correct as of May 2003. 



Criterion has tweaked this game just right. Your 
Burnout meter fills more easily, the crash system 
is more forgiving and the cars, tracks and extra 
modes are significantly better. Worth getting even 
if you have the original. 


If ever a game was perfectly designed for playing Earlier in the month we tried out the arcade 

on the move or in short 'grab-it while you can' type version of Amusement Vision's racer and quite 

episodes, then Wario Ware is it. Brilliantly simply, we were hooked. Three hours solid with 

designed, madder than a bag of badgers and what is the fastest and most gripping of coin-ops 

criminally addictive. Byron's favourite GBA game. in years just wasn't enough 
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REALITY BYTES 


CUBE CHOMPS AT THE BIT. 


EVER GET THE feeling you've been 
conned? Last Christmas as a result of 
a shockingly sparse release list 
Nintendo was advertising Final 
Fantasy: Crystal Chronicles 
as one of its exclusive 
must-have titles. 

However, take a look 
at the release 
schedule on this very 
page and you'll see 
that it's tentatively 
pencilled in for a Q4 
release. That's another 
half a year from now - but 
with a US date of late November, 
it's extremely unlikely that we'll end 
up seeing it this year. A little negative 
maybe, but at the end of the day 
we're just being realistic? 



Okay, so come the festive season, 
Santa will still definitely be able to 
deliver F-Zero CX, 1080° Avalanche, 
Pikmin 2 and Mario Kart, but 
once again British gamers 
seem to have got the 
relatively thin end of 
the wedge. 

However, we've got 
a nice little surprise for 
you. Nintendo may not 
be granting you Crystal 
Chronicles for Christmas 
but CUBE will! Oh yes, 
when SquareSoft's title 
launches Stateside we'll be sure 
to place a FreeLoader on our cover- 
disc ensuring that as soon as it's out 
in English, you can play on it on 
your CameCube! 



SOUL PROVIDER 

GAMING TRINKETS THAT AIN’T 
FROM THESE ‘ERE PARTS 

A JAPANESE-ONLY release by Hori (the guys who make 
those SNES-style pads, see the news in issue 17), this little 
beauty handles just like its arcade counterpart, making 
Soul Calibur II and any other fighter you'd care to 
mention play even better than before. If you can lay 
your hands on one - they're about £40 - then you'll 
wonder how you managed without it. 




Get in touch witl 
your local importer 
if you fancy getting 
your hands on one 


GAMECUBE CHARTS 

WEEK ENDING 31 MAY *03 

Unsurprisingly, The Wind Waker is still whipping up a storm, perched 
right at the top of charts. Interestingly however, and in a trend we 
expect to continue into Christmas and beyond, third-party publishers 
feature heavily. 


UK CHART 


IIIIBII11 II 

CharXTrack 


All information is compiled by ChartTrack and is the strict copyright of ELSPA (UK) Ltd. 

POS 

LAST 

TITLE 

PUBLISHER 

SCORE 

1 

1 

THE LEGEND OF ZE10A: TWW 

NINTENDO 

9.6 

2 

NEW 

ENTER THE MATRIX 

ATARI 

6.8 

3 

NEW 

DEF JAM VENDETTA 

EA 

8.9 

4 

NEW 

BURNOUT 2: POINT OF IMPACT 

ACCLAIM 

9.3 

5 

6 

SONIC MEGA COLLECTION 

SEGA 

8.0 

6 

NEW 

JAMES BOND 007: NIGHTFIRE 

EA 

7.9 

7 

NEW 

RESIDENT EVIL 2 

CAPCOM 

6.0 

8 

NEW 

SUm SMASH BROS. MBEE 

NINTENDO 

8.3 

9 

7 

SUPER MARIO SUNSHINE 

NINTENDO 

9.4 

10 

NEW 

SKIES OF ARCADIA LEGENDS 

SEGA 

9.0 



During this very month back in 1992. .. Super Mario Kart was 
released in Japan on the Super Nintendo Entertainment System. 


AS IS OFTEN the case, Japanese gamers , 
got their hands on this first, then the 
Yanks, followed about a year later by us 
British. Surprisingly, the GP mode of the 
European game was actually considerably 
harder than other regions' versions, which 
went some to way to making up for 
borders at the edge of the screen and a 
slower feel overall. Whatever the localised / 
differences though, one thing remained 
the same - gamers simply loved Mario 
Kart. In fact, as an example of how 
perfectly balanced and wonderfully 
playable the original Mario Kart still is, try 
getting hold of a copy. What you'll find is 
that most game stores (if they can get their 
hands on it) are still selling this decade-old 
title for well over £20. 


i We still don't know if GC 
‘ MK will have battle mode 
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WORLD OF NINT 




A glance at the globe 
through a cube-shap 
lens... 


The land of the 
free says 'do 
what you like’ (us) 

A judgement in America by the US Court of 
Appeals has ruled that the content of videogames 
can never be regulated, and that concerns over 
particularly controversial games are generally 
vacuous. Citing the protection of free speech as 
defined in the First Amendment this ruling 
ensures a victory for videogame developers who 
want to go beyond the boundaries of what's 
currently acceptable in gaming. . 


New SP 
colours (us) 

In the space of only ten weeks, 1.1 
million GBA SPs have been sold in 
America - that's ten units every 
minute of every day! To celebrate 
this event Nintendo is adding 
more colours to its range. 

Pictured here is the new 
Flame handheld 
that’s metallic red 
to you and me... 


GameCube gets El 
even cheaper <can> 

Following the news that the GameCube has 
dropped in price in Japan to around £80, Nintendo 
of Canada has announced a similar move. 

Previously costing $229.99, a GC now costs only 
$199.99, which equates to about £90. We suspect 
that this price cut was in response to Microsoft and 
Sony cutting the cost of their machines. Are we 
likely to see a similar situation over here? Perhaps... 


























ENDO 


Viewtiful 

ShOW (JAP) 


Currently packaged with any Nintendo-published 
game bought in the East is a brand new demo disc. 
The playable code, however, is rather limited with 
Viewtiful Joe being the standout useable game. 
More impressive though is the range of game 
screenshots and movies. There are over 115 
featured games 
incorporating info, 
screenshots and 
movies. The footage of 
FF:CC and Tales of 
Symphonia is especially 
impressive. See these 
movies yourself in issue 
23 when we put them 
on the DVD! 



" inhetiBOd 

„ 2003 



Melody 
maker (jap) 


It's difficult to convey just how much the 
Japanese love their games but this kind of thing 
simply wouldn't happen anywhere else. In Tokyo 
next month over a hundred musicians will 
gather to perform a concert in honour of the 
famous composer Koji Konda. Who's he? Well, 
he's the man behind the tunes from the Mario 
and Zelda series'. Apparently, as well as the 
performance of the 
theme from Super 
Mario Bros, there’ll 
also be Jazz and 
Latin American- 
inspired remixes of 
tunes from the 
Ocarina of Time\ 



Minted (jap) 

Recently announced at a press 
conference to showcase the much 
anticipated Tales of Symphonia is a 
special edition mint-coloured 
CameCube. As you can see from 
our picture, the console features 
artwork of the lead character Lloyd 
Irving, replacing the usual Nintendo 
logo on the disc lid. However, we 
don’t expect to see this promotion 
brought to Europe. 




Price drop 
down unde 


ler (aus) 

The PAL territory of Australia has received yet 
another cut in the cost of buying a 
GameCube. Nintendo's machine had been 
selling exceptionally poorly over on the other 
side of the world, but now with a price point 
of less than £80 all this could change. In fact, 
we hope it does because increased global 
success for Nintendo means that more game 
publishers will commission and release 
GameCube titles. 


Boxed 
code (jap) 

To celebrate the release of 
Biohazard (Resident Evil) 
CODE: Veronica in Japan this 
month, Capcom will also be 
releasing a Biohazard 
Collector's Box. The box is 
limited to only 10,000 
editions and will include 
Biohazard 0, Rebirth, 2,3, 
CODE: Veronica and Wesker's 
Report. The collection box 
will cost around £100 in 
stores, although expect to 
pay significantly more than 
this if you're thinking of 
importing. 



GAMECUBE 

CHARTS 

WEEK ENDING 21 JUNE ’03 

Unsuprisingly the crazy cel-shaded 
Naruto has shot to the top of the 
charts, but how is Zelda still topping 
the US list? 


JAPANESE CHART 


POS LAST 

mu 

PUBLISHER 

1 

UCUi 

mew 

NARUTO 

TOMY 

2 

~ 

SOUL CAUBURII 

NAMCfl 

3 

MClAl 

ratvv 

DOKAPONDX 

ASMIKACE 

4 

6 

ZELDA: THE WIND WAKER 

NINTENDO 

5 

2 

SHAMAN MNG: SOUL HGHT 

BANDAI 

6 

5 

THE BASEBALL 2003 

K0NAMI 

7 

~T~ 

P.N.03 

CAPCOM 

8 

4 

ROCXMAN EXE TRANSMISSION CAPCOM 

9 

7 

NINTENDO PUZZU C0UICT10N NINTENDO 

10 

10 

WINNING ELEVEN 6 

K0NAMI 


US CHART 


P0S LAST TTTIE PUBUSHER 


1 1 ffl OA: THE WIND WAK B NMIMO l 

2 _2 METROID PRIM E MOTENPoB 

3 NEW SPUNTER CELL UBI SOFT 

4 NEW DEf JAM VENDETTA EaI 

5 NEW THE SIMS EA 

6 3 SUPER MARK) SUNSHINE NINTENDO 

7 4 S UPER SMASH BROS MEUE NINTENDO H 

8 NEW SKIES Of ARCADIA LEGENDS SEGA ! 

9 7 MARK! PARTY 4 NINTENDOfl 
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GameSpy has stated that using its tools to 
program networked play features can take 
only a few days. So seeing as Mario Kart 
already incorporates LAN-based link-up 
play, the data-transfer logistics of 
implementing multiplayer games on the 
Internet are really quite straightforward. In 
fact, pretty much all that's needed other 
than the intended set up of a Broadband 
connecter and link-cable, is an online hub 
to visit and select playing partners. 

Nintendo hasn't given up on online 
gaming, it's merely sceptical about whether 
enough gamers are interested to make it 
profitable. After all, only about five per cent 
of Europeans have access to a broadband 
connection. But whilst the official line 
regarding its future plans omits any 
mention of online gaming, developers are 
about to receive not just middleware from 
GameSpy, but also tools from Access, 
another established provider of software 
that enables internet gaming and 
downloadable content. Nintendo is 
undoubtedly taking serious steps towards 
networked gaming and whilst there's no 
official mention of any titles that'll be 
online-compatible, don't be surprised if 
Mario Kart is the first! 


Even if 
Nintendo 
doesn't make 
Mario Kart 
online- 
compatible, 
hackers 
certainly will 



Sk8er boi 

turns 

THUG... 



A FIFTH VERSION of Neversott s criminally playable 
Pro Skater series was always inevitable, but a lot less 
obvious is the direction the series is going: think Tony 
meets Grand Theft Auio\ Underground will of course 
still feature tricks, an addition being customisable ones 
you can name yourselt (UUBEs already called its 
signature move the 'ItiO Backside Chaffing Weasel'), 
but the most noticeaDle cnange is what you can do off 
your board. Tony can now wander freely round city¬ 
scapes, shimmying up drainpipes, breaking-and- 
entering and stealing cars to reach previously 
inaccessible areas! 

Another interesting addition to these life modes is 
the ability to play as yourself - as how you actually 
look! Although the details are still to be confirmed for 
the GameCube version, we suspect that you might be 
able to snap a photo of your mug using a GBA and 
download it via link-up caoies. The Pro Skater games 
have always got better in each new iteration, and with 
this, the biggest snane up so far, THUG 
promises to be tne very best skate game yet. 




cube.totalgames.net 


The place: the Net The time: whenever. The mission: 
unfettered GameCube news, reviews, tips and gossip! 

Our brand new site 
features searchable 
news, cheats and 
reviews, opinion polls 
and a completely 
redesigned forum. Log 
on and come spill your 
brain. We'd like that 




UP-TO-THE-MINUTE NEWS 

Every day of the week our rabid 
news hound updates the GameCube 
stories that matter. 




















































IS NINTENDO 
OUT OF TOUCH? 


Nintendo's E3 showing has thrown up 
more questions than answers... 



The launch of 
RE Zero was a 
rare example of 
decent Nintendo 
collaborative 
advertising 


IT’S ALWAYS BEEN the case that the Summer 
season does for software releases what icebergs 
did for the Titanic but, lack of games or 
otherwise, during these next couple of months 
we suspect that many gamers will still think 
there’s very little available for GameCube. Which 
is a shame because looking at the quality of 
games that have come out in the first half of the 
year - Metroid, Zelda, Resident Evil Zero, 

Monkey Ball 2 - the GC should be selling by 
the truck-load. 

This is a point not lost on Nintendo. "Our 
software has not been widely accepted by 
consumers," noted Ken Todoya, Japanese public 
relations head for the big N. CUBE thinks this 
lack of sales isn’t so much an issue of game 
quality as image and marketing - after all Metroid 
and Resident Evil Zero are hardly typically ’kiddy’ 
titles. Although Nintendo recognises this problem, 
finding the solution is an entirely different matter. 
However, one thing we think won’t help its cause 
is its attempts to prevent the sale of imported 
games in the UK, especially in the case of Animal 
Crossing, which isn't even being released here! 

As the next big European game launch this 
year is Soul Calibur II in August, it’s no wonder 
GC gamers will want to import the likes of 
Viewtiful Joe, F-Zero CX and Mario Kart. Spending 
resources on trying to prevent your most devoted 
fans from buying your games whilst 
simultaneously reducing the profit made by 
stores who stock your goods seems almost self¬ 
destructive, and is something that Sony and 
Microsoft simply don’t bother about. Instead, why 
not increase advertising and make the focus on 
desirability (the SP adverts are a decent 
example), ramp up the localisation 
schedule... or why not just get more 
games out? 



Metroid shifted over 60K copies in Europe 
although it could have sold far more 



CUBE, WITHOUT THE PAPER 

Read back issues of CUBE 
without even having to go and buy 
them! We're too good to you... 


THE HOTTEST CHEATS IN TOWN 

Our sister magazine CUBE 
Solutions is perpetually updating 
this page just for you. Yes, YOU! 


THE FORUM 

The CUBE forum is one of the 
most subscribed and lively GC 
discussion salons in the country. 




GAMECUBE NEVUS 

FINAL 

THOUGHT... 

DO V00 OWN a GBA? Do you own the GC 
link cable? Do you know three other people 
with GBAs and link cables? Chances are you 
didn't answer yes to all these questions. It’s 
likely then that you won t be particularly fussed 
about the launch of connectivity titles such as 
Four Swords, Tetra's Trackers and Pac-Man. In 
fact, working at CUBE we’re surrounded by 
gamers and even we don’t imagine spending 
much time with these games (on their current 
showing at least). 

After well over a year of the GameCube 
being on sale Nintendo should, in an ideal 
world, be giving us glimpses of the next Mario 
and Zelda game, maybe crafting a new 
franchise or at least updating and enhancing its 
back catalogue and getting more must-have’ 
games on the shelves. Instead there’s a focus 
on using the notoriously hard-to-see GBA 
screen as a gimmick to prop up games that 
look like SNES titles using an inferior controller 
of a portable machine. Happily, however, a 
look at the post-summer software schedule 
that isn't expressly designed to link multiple 
machines still holds an awful lot of promise. 
Frankly though, as for how connectivity games 
are shaping up, we're not impressed. 
































































AVAILABLE TO BUY ON FROM 02 06 03 






Bringing Entertainment Home 

www.blockbuster.co.uk 







"•’“'l—«ersr 


W 



ie » e v j n at W» T 
0 N'inten do ^ **» 1 » 

5#^ **;£ 

S***JJf «*, mo«“fences, ^.^per Mario 

^^s&ssSsr. 

Md W th f™ d Nintendo 'N do dearW (ts 
<*?*£, ve-V «»£** to «"£ a \ 0 oW *£* 

SsjSissgSttS^ * 

^SSferstfr - : 




6W»«» on NWe "t 
Mano ^ 00 N* 1 *^ VW’"*' 

^SSer^ Party 

»».£ , *«£ Sffl 

SESS- x£ SSS 

»- ^ sss 

«** *W*"£ 

Avalanc^ ^endo ^ndPa^y 

®#« ss» *r; 

Ss-s. ss, as 

Ntriteoo 0 


mim 


l4n» 








thatN'Ot* 

\t turns o 
moment- 


G * blooded 

There can d th , w es on. 

^'°®^es«tea^e 


•^rvfme tts »** _ . Pour -> w " _ nw»v. tncs 




^^"about^^u^eryW 
v° u aS he same f e P^ , intend 


ss=r 

‘ =* ^iS »»“' w £tr«*' r: 

pot some 


Ail**** 


rhey been 

o.iO«« HSS 6C th facto' b's tecbn^ ^ be 
lust \m»8' nC '^Nintend°’ s boisb>n6 


£ 55 * tSJeVe%^^be S '* a f 

css^ss^riSr 

be^nooncej » ust rn'.n^ . 

HCnd--^ th ' S 

haven *w .00V 

vm it 


' ave0 . 

sstrjssi----- 







CONNER 4 

tha t *ougK 

I P*'*£%£gone ove^ 

cornpany ^eW ° n »i matte*- 

concenttabng tha t tealN™ that 

rather thao^ e at the sbo ^ and 

There *#* * lh ough- SP 1 ' 0 * he C 6A 

Final Faniasy great t 

thetnse'^' you to »N p P d aI cade 

o^on «* *£[ the home^n onceo „ ate 

^rrs-— 



epee Witt b c 

®®a 

Ssse 

Wh al lS a n 
Nintendo 
doing 7 


«sg0Z 

’ c0 K! Nintendo.^ J* ne the 

s^S§£ 


lit to Fac*of 

n-w'^tRSK^fTtS^ j 
£*» *3 ^ " 

Wcker se<,ue'J * ««&» been 

'^**1 avadaWe to show 

d °^nt a geoHhese«d« 



c»H 

the opP° s,w 
ot vJhat 
Nintendo 
about 


wantful ot u ., ,u e tact tool 

Sn^^ce^^Y 

tort dwas e ^ e ^Crossing ■ 

?JSSS$££» 

'•rsKS^** 


?ss*S5s®ra.*s 

connect'^ ^ picture There 

looWmg at th Ga( neC.ub out tn 

t5sSs25&*.. 

S^SsgC. 

hope so 





FOR GAMECUBE"" 



»> YOUR ONE-STOP 





EmCkuttm 






PRELOfJDED WITH, 
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[ACJJO N iREPtbAY-lTiHEUl 
t SHH!l N G iCH EAT iCOD EiS 


UNLEASH THE POWER - HEAT THE OAHE! 


HR 


Action Replay' is the most powerful cheat code system available. 

• Preloaded with loads of exclusive codes for the latest and greatest 
GameCube ' games. 

• Totally unauthorized codes and enhancements you won’t find anywhere else. 

• Easy to update with new codes for new games. 

• Plug and play card - no memory card required for storing new codes. 

• Unrivalled customer support means new codes are usually available from day one 
of a game's release. 

• Dedicated web site www.codejunkies.com. 

• Play import games from the US and Japan without modifying your console using Datel's 
revolutionary 'FreeLoader 1 technology. 

Intuitive menu system. 

Stylish, hi-resolution graphics. 

Easy to use - no technical or programming ^ 

_ UNOFFICIAL 




100 % 


POWERFUL pR^ci. t /A 


f 


EMMEMM 


| _ — 

I [©li 

% eiQiipii 
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ACTION REPLAY LIMITED EDITION 


• Pre-loaded with THOUSANDS of codes for 
the latest and greatest GameCube' games. 

* Play imported games with included 
Freeloader software. 

» Includes a 1000 block memory card to 
store new codes or game saves. 

► New codes can be found at 
www.codejunkies.com 

► New codes can be easily added and saved. 


H £39.99] 


ro*NINTENUU 

GAMEmiSI 


£19.99 


• Provides 64Mb of 
super safe storage 
space - over 1000 
blocks of game save 
memory. 

• Load, copy and delete 
game saves with ease. 

• Fully compatible with 
Gamecube-games with a 
save option. 


FREE DEUVERY 

ON ALL UK MAINLAND ORDERS 


FREE POSTAGE & PACKAGING ON ALL ORDERS’ 






































SHOP FOR THE COOLEST GAMING GEAR! 



Launch and play imported 
Gamecube ‘ games. 

No need to modify your 
Play US and Japanese games 
your Gamecube* 


■ \ 

console. 

pannes on 


i <mt"!*£*'"* 

\ rs".-- 


£19.99 | 


G 


illl 
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• Fully functional keyboard compatible with the hottest 
Gamecube" games including Phantasy Star Online" 

' Includes programmed AR "Hot Keys". 

1 Easy to use, plug and play. 

1 Cool semi-transparent design. 



• Action Replay * - Enter new codes into your Action Replay" 
quickly and easily. 



• Connects Game Boy* Advance/SP 
to Gamecube *. 

• Exchange data, unlock game 
levels and even use GBA/SP as 

a supplemental game screen. 

• Unique enhancer disc includes 
fantastic gamebusting codes for the 

biggest Gamecube * link games. 

• Powerlink - cable links all those 
great Gamecube - titles to your 

Game Boy * Advance/SP 




Ultimate Cheats for use with 
Enter the Matrix 


Ultimate Cheats for use with 
Metroid Prime * 

I- A 


Ultimate Cheats for use with 
The Legend of Zelda': The Wind Waker 

- 


ULTIMATE CHEATS 

Using Ultimate Cheats you can activate powerful, totally unauthorised cheats so you can do things that 
even the game's programmers never anticipated . 


CALL THE SALES HOTLINE 
OR VISIT: 

www.codeJunkies.com 



Lines open Monday to Friday 8am-7pm, Saturday 9am-3pm. E-mail: sales@codejunkies.com. 

•Free postage and packing on all items delrvered to UK mainland only. Please allow 2 to 4 working days for delivery Other delivery options are available please call us or check web site for prices Some products may not yet be available Please 
call to check availability. We reserve the right to change prices and special offers without prior notification. Prices correct at time of going to press E&OE Prices include VAT. Codejunkies is a trading name of Datel Ltd, Stafford Road. Stone, Staffs 
ST15 ODG. Date! Ltd has been trading since 1983 Gamecube is a registered trademark of Nintendo Inc. These products are not endorsed, sponsored or approved by Nintendo Actual appearance on some products may vary. 

INTERNATIONAL ORDERS: We ship worldwide - ORDER from www.codejunkies.com or call +44(0)1785 810 826 





















































A new platform hero emerges and he's brought 
his mummy along too. Welcome to the world of 
Sphinx, not at all like the Wind Wak... (snip) 


WHEN MAJOR COMPANIES 

announce brand-new platform-style 
adventures, alarm bells tend to ring. 

But Sphinx is a different kettle of fish 
altogether. Instead of cobbling 
together a hefty dose of cliches using a 
second-hand engine, Eurocom has 
created a huge engine for this game 
alone and you can instantly see the 
care and work that has gone into 
making the world of Sphinx as 
immersive as possible. 

Whilst obviously having an Egyptian 
flavour, Sphinx is set in a fantasy world 
where the developers have really let 


THE COMPANY LINE 

“DEEP GAME WITH A 
COMPELLING 
STORYLINE, 15+ 
ABIUTIES AND 
INTERACTIVE 
ENVIRONMENTS YOU 
CAN UTILISE FOR 
ABILITIES” 

THO PRESS RELEASE 


Utilise for abilities, eh? Answers on 
a postcard to the usual address. 



© Behold the majesty 
of the world of 


of the world of 
Sphinx. Lovely. Of 
course, the 
environments are 
full of dangers, so 
there's little time to 
stop and stare 


history 
► that if 


you 


taught us 
come across a 
glowing light just 
walk into it and 
something magical 
and mysterious will 
happen 
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0 He might look 


like a 


weakling, but 
that doesn't 
stop Mummy 
from finding 
secrets under 
rocks! 


The game is full 
xZ/ of bizarre and 
twisted enemies 
such as these 
nasty blue fellas. 
What they are is 
anyone's guess. 
Best avoided. 



their imaginations run wild. There are 
over 50 enemy types to defeat so it's 
lucky that Sphinx himself has plenty of 
weapons to aid him. The most original 
of these are Capture Beetles - imagine 
a bomb that can be guided to 
wherever you wish and then 
detonated, but shaped like a beetle. 
Very clever, very cunning. Bouncing 
darts help reach awkward spots and 
normal darts act rather like Link's bow 


and arrow. Ah yes, Link. 

You can't really discuss Sphinx 
without pointing out the similarities to 
the masterpiece that is the Wind 


MUMMY DEAREST 

HE AIN! QUITE AUVE BUT THEN HE 
AINT QUITE DEAD EITHER 

If you think that the main character of 
Sphinx is rather too serious and straight- 
faced, then maybe Mummy will be more up 
your street. Our bandaged hero must be 
one of the most unlucky people ever - 
throughout the game he's constantly getting 
flattened, electrified, turned to 
stone - you name it, it probably happens. 
This is not just for comedic effect though - 
for example, the electricity can help 
Mummy activate switches that allow you to 
reach the next level. The levels which 
feature the mummy will take a bit more 
brainpower too, but at least you don't have 
to worry about him falling off things - he 
can't be destroyed! 


m 


V 


I 

1 


The world's most 
v!/ expressive character? 


■ 


A 


Waker. The inventory system is lifted 
wholesale and the Treasure Chests and 
grab/pull mechanics are also present. 
Yet, Sphinx still maintains a personality 
all of its own. The character of Sphinx 
is superbly animated, although a little 
distant to really empathise with; the 
real fun comes when you step into the 
bandaged shoes of The Mummy - 
suddenly you cannot die, but this 
doesn't help you solve the fiendish 
puzzles he encounters. 

On first play, Sphinx is looking mighty 
fine. Let's hope Eurocom can ■■■ 
deliver on this early promise. 



GRAND AFFAIR 


EGYPT AIN’T NO SMAUT0WN 

One of the most impressive things that 
strikes you instantly about Sphinx is just 
how huge the environments are. Instead of 
small areas that all follow on from each 
other, many of the levels in Sphinx start out 
at a main hub where most of the doors are 
locked. By investigating the open areas, 
you'll discover levers and switches that must 
be activated in order to open the next 
section. Anyone who's played Zelda should 
have no problem getting used to this 
system. Some of the levels where you are 
up high looking down on the action are 
truly breathtaking - this is GameCube art! 



CUBE EXPECTATIONS 



□BIJlDLiS inFLUEnCEB BUT LDDHinE TUP RLL THE 5RfTIE 



© Huge environments 
© The Mummy is a classic comedy character 
© Soaring orchestral soundtrack 
Q Shamelessly "borrows" from Zelda 


■ Just looking at the 
screens. Sphinx may look 
like an average diched 
platformer, but now we 
have actually got our 
grubby little hands on the 
code, it appears that it's 
much more. Think of Zelda 
with a dash of humour 
and historical 
environments and you get 
the idea. Two characters, 
one game, bring it on! 
















PLATFORM 


Two may be company, but three's the magic 
number in Sonic's newest blast! 


SOME LONG-TIME fans of the Sonic 
franchise are quite understandably upset 
with Sonic Team's recent steps into 3D 
gaming. The Dreamcast launch title (and 
later GameCube release) Sonic 
Adventure thrust the speedy blue 
hedgehog into a pseudo-realistic world 
that felt awkward and forced, and the 
same applied to its sequel. However, it 
seems that Sonic Team have listened to 
the fans in developing Sonic Heroes — a 
fast-paced game that does away with 
the much-criticised 
adventuring aspect of 
past Sonic 3D games 
and instead lets you 


blast through colourful worlds at great 
speed, each with that unique Sonic 
Team flavour and totally devoid of 
following vague radar signals and 
digging around for emeralds 

Bearing similarities to Knuckles Chaotix 
and the never-released Sonic Crackers, 
rather than playing as a single character 
you instead control three at the same 
time. It sounds complicated, but the 
gameplay structure makes things easy. 
While running around the roller coaster 
levels each of the characters enters into a 
'formation', the action of which is defined 
by the lead player. For instance, if Sonic 
takes charge then the team forms into a 


Red Arrow type pattern and runs at 
incredible speeds. If Tails is in the lead 
then the group shifts into a vertical pose 
and increases their jumping skills, (Sonic 
and Knuckles hang onto Tails' hands in 
this situation) and with Knuckles at the 
front you're extremely strong, able to 
bash through tough walls and dispose of 
enemies with ease. 

There were only two levels on show at 
E3 and both were obviously at a very 
early stage - visually, they looked rough 
compared to other Sonic Team titles on 
show such as Billy Hatcher, but the 
gameplay mechanics are strong 
enough to have delivered an entertaining 
demo regardless. One memorable 
section in particular had the team 
jumping into a rocket-shaped kart and 
going for a spin at high speed. 


PERCEnTRGE 


LumPLETE 


I 1 


Hi 04 


A BIT OF PREUIOUS 


SONIC THE 
HEDGEHOG 

MEGADRIVE 


The team can utilise Tails limited 
flying ability to clear areas 




r 




THE COMPANY LINE 


“EACH TEAM BOASTS 
MULTIPLE 

SPECIALISED STAGES 
WITH UNIQUE 
MISSIONS AND CG 
MOVIES DRIVING 
EACH TEAM’ STORY 
FORWARD” 




Knuckles is 
never averse 
to 'putting it 
about' when 
the need 
arises 




SEGA PRESS RELEASE 




Using three 

characters 

simultaneously 




A 






gives a unique 
look and feel to 


Stories? In a platformer? 
Here we go again.. 
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proceedings 
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PAST MISTAKES 





They're cool games, but there are some heavy criticisms that can be levelled at Sonic Adventure 1 and 2 - namely the levels that aren't 
based around Sonic Now, we're not biased against non-blue characters or anything. It's just that the Sonic levels are speedy affairs, 
showing off the programming skills of Sonic Team and playing exactly like the classic Megadrive Sonic games, albeit in full 3D. The 
supporting cast's levels, however, are generally slow-paced and boring, asking you to follow radar signals and dig the ground, run around 
with a hammer or even fish. This kind of thing may work in Mario titles, but Sonic games have always been about speed and attitude. 

It's a shame because the Sonic levels (and Shadow's too, if you want to get picky) have shown the potential for amazing 3D Sonic 
games. However, saying that there is a reason that Sonic Adventure 1 and 2 have been such huge sellers - the overall package, with 
all of the extra little details like the addictive Chao Breeding, are quite stunning, and the games themselves are huge. Here's hoping 
Sonic Heroes will rectify these problems and deliver the definitive 3D Sonic experience. 


Of course, given the vast array of 
characters that Sonic Team has 
introduced into its games over the years 
you're not limited to playing solely as the 
do-gooders. In total there will be four 
teams to control, although the only 
details we'v have so far is that there'll be 
an all-female group led by Amy and that 
the 'Dark' characters from Sonic 
Adventure 2 will return. Whether or not 
this means that each level will be tackled 
differently using skills specific to each 
group or if they each get their own levels 
is unknown at the moment since SEGA is 
being very secretive. 

Sonic Heroes looks to carry on the 
theme of teamwork and friendship that 
Sonic Team manages to work into all of 
its games (the whole concept of PSO, the 
final level of NiCHTS. .. Into Dreams ; 

Sonic Chaotix...) but the unique way that 
it's handled means there's a lot of scope 
for some very cool features — think 
multiple routes through levels, or being 
able to tackle puzzles in lots of different 
ways, for instance. Let's hope that 
Naka and co don't over-complicate things 
and instead deliver a tight, focused, 
cunning game that stays true to I 
the roots of the franchise. I « . . ■ 




Which crew will win the day? 
Our money's on Sonic's boys 


CUBE EXPECTATIONS 


FinRLLV! Fin □RiBinHL- sonic erihe an the ehitiecubei 


■ Opinion is split over this 
one. Some of us can't wait 
to get our hands on a 
brand-new adventure that 
promises lots of speed, but 
there are concerns over 
the structure. The idea of 
playing as a team makes 
things more complicated 
and sometimes looks 
rather weird. Or do we just 
pine for Sonic-based Sonic 
Adventure levels! 




O Tighter, gameplay than Sonic Adventure 
o Scope for very clever levels 
O Looks a little rough around the edges 
O Could prove a little shallow 


© Knuckles is an Echidna, which is 
like an anteater, if you didn't km 
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Getting 'board' of videogames? 


©inFDRfTlRTIOn 


MARIO PARTY 5 


PUBLISHER: NINTENDO 
HUDSON 


MARIO PARTY 5 




What on earth can they 
be doing in a hotel? 


More mini-games to generate a healthy spirit of 
competition between friends, or is the party over? 


THE COMPANY LINE 

“COMPETE AGAINST 
THE KOOPA KID 
BRIGADE-A TRIO OF 
KOOPA KIDS WHO 
TAKE THEIR TURNS 
SIMULTANEOUSLY” 


THE MARIO PARTY series started life 
on the N64 and have always had a 
place in the hearts of gamers. In PAL 
territories it's rare to 
find anything other than Nintendo's 
I famous franchise in the party game 
genre, and considering the amount of 
fun that can be had with them, this 
comes as perhaps a little surprising. 
■ Mario Party 4 on the GameCube 
7 was a nice enough diversion but it 
f lacked a certain something - a 
reliance on luck and lack of strategy 
once on the board let it down. With 
Mario Party 5 it seems that the 
developers have taken these criticisms 
on board as they strive to please 
jaded gamers everywhere. As 
well as over 60 new mini¬ 
games to take part in, there 


will also be a special feature that allows 
you to change around events places on 
the board, thus manipulating other 
people's turns. This should prove to be a 
welcome feature for those who regularly 
play with friends, and those who don't 
will be pleased to hear that the one- 
player game is set to receive all kinds of 
updates and features, including the 
ability to play against enemies who take 
their turns all at once, allowing you to 
get back into the game quickly. 

The visuals, as ever, look simple but 
cool, perfectly capturing the Mario 
Universe, but one thing we're ever so 
slightly puzzled about it is the setting of 
the boards. Dream World for example 
could be Subcon from Super Mario Bros 
2. We'll find out at the end of 
the year. 



With this 
one Mario 
seems 
to be taking 
more than a 
few hints 
from Super 
Monkey Ball 




















GAMECUBE 

VIEWTIFUL JOE 

GAMECUBE 


vy Big special moves 
O Looks a bit simplistic 


■ Okay, so it's a kid's game but it 
promises brains and brawn gameplay 
and, a favourite of ours, big robots. 

In fact some of the moves look quite 
impressive. Could it be a potential 
alternative to Super Smash Bros ? 
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THQ are adding a 
healthy dose of much- 
needed depth as they 
go up against the rather 
good Def Jam Vendetta 



0 Ma£e wrestling 



only thing 
that's real in the 
whole world. Did 
you think of that? 
Paradoxical, huh! 


The Hulkster 


really needs to 
start thinking 
about growing 
old gracefully, 
we reckon 



WE'VE BEEN EXPECTING this one for 

a while. Wrestlemania X8 was, quite 
frankly, a letdown for anybody weaned 
on THQ's N64 grappling titles due to 
severe gameplay problems such as bad 
collision detection and too much 
reliance on the old button-bashing. 
We're pretty confident, however, that 
THQ isn't going to let the same thing 
happen twice. Wrestlemania XIX 
(formerly X9) will be THQ's true entry 
into the GameCube arena, with 
improved, well, everything. 

From what we could gather at E3, 
XIX won't be as fast as its predecessor, 
asking players to learn the timing of 
the moves at their disposal and where 
they're best used rather than trying to 
bang them out as quickly as possible. 
Other enhancements are also in place, 
such as body-specific damage. 
Essentially this means that if you 
damage a certain part of your 
opponent - such as their leg - then 
they will move more slowly and 
their health will deteriorate. We don't 
yet know if damaged limbs will 
have any bearing on the execution 
of moves though. A new 
feature representing a neat first in 
wrestling games. 

The multiplayer modes will hold no 
surprises, but if you're playing on your 
tod then you can expect all manner of 


things to turn up. In the spirit of Def 
Jam Vendetta there'll be a Revenge 
mode (where you have to fight your 
way to the top of the WWE after being 
shamed and kicked out), a King Of The 
Ring mode, Royal Rumble and Path Of 
A Champion mode. 

With completely redone character 
models, gameplay additions and a 
tweaked engine, this could prove to be 
the game that everybody thought they 
were getting when they bought 
Wrestlemania X8. We'll have a Wgf/gM 
full playtest very soon. 



o Over 50 wrestlers to play 
o Improved single-player modes 

■ With this new iteration, the slower 
gameplay and number of moves will 
hopefully allow it to shine like its N64 
counterparts did. It looks much more 
the part and feels infinitely better than 
its Wrestlemania X8. 




























GoPlayTV is the newest and most exciting games service on satellite digital television. 
Your Sky satellite remote control is the games console that you never knew you had. 
Just press interactive on your Sky remote control and select GoPlayTV from Sony. 


PRESS 




ON YOUR SKY REMOTE CONTROL 
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CELEBRITY DEATHMATCH _I 


PUBLISHER: 

GOTHAM GAMES 

DEVELOPER: 

BIG APE 

ORIGIN: 

US 

GENRE: 

FIGHTING 

PLAYERS: 

1-2 


Wrestling with a twist 


'Tl 


$ 


© The first time you 
hear a game like 


this announced 
'ou're like "uh-oh',' 
now we're 
strangely intrigued 


you'i 
but r 


£J\ We've heard 
v!y Motley Crue might 
be reforming the 
original line-up 
for a new tour? 
Woo-hoo! 


ps2 

PIGLETS BIG 
GAME 

GAMECUBE 

THE GREAT 
ESCAPE 

m 
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It's 

certainly an 
eclectic cast of 
characters that 
Namco have 
recruited 


© The series was a big 
hit and the game 
could do the same. 
It's unlikely to be 
the deepest, but full 
of cheap laughs 


CEUBRIIY DEHIHMAIGH 


If there's one thing more fun than 
watching celebs ripping each other's arms 
off, it's helping them do it 


THE COMPANY LINE 

“CELEBRITIES ARE 
PUT ON THIS PLANET 
TO ENTERTAIN US... 
WITH THEIR BLOOD!” 

GOTHAM GAMES PRESS RELEASE 


Such a shame that we can't 
choose who goes in the ring! 
Jennifer Lopez... come 'ere! 


MTV’S CELEBRITY DEATHMATCH if 

you didn't already know, is a stop- 
animated plasticine spoof of wrestling 
featuring well-known celebrities doing 
extremely nasty things to each other. 
Since its first airing in 1997, line-ups have 
thrown together ill-matched characters 
such as Christopher Walken vs Cary 
Oldman, Marilyn Manson vs Charles 
Manson, Hanson vs The Spice Girls 
(remember them?) and Kevin Smith vs 
Kevin Costner. With its sick humour and 
references to pop-culture, to say that 
Celebrity Death match is the best thing 
that MTV have done in years would be 
putting it lightly. 

Celebrity Deathmatch is well-known 
for its over-the-top gory moves, so it only 


makes sense that they remain intact for 
the videogame. Each character has one 
special to play with, which can only be 
activated once their opponent's health 
has been suitably beaten out of them. As 
usual, the moves are nothing short of 
inspired; Tommy Lee ripping out an 
opponent's guts and using them as a 
guitar or Mr T dropping that famous 
black van onto his helpless victim will 
make perfect sense to you after a few 
minutes in the ring. Likewise, the witty 
catchphrases will be abundant and 
backed up by commentators Nick 
Diamond and Johnny Gomez. (Who can 
also be unlocked as hidden fighters!) 

*N'SYNC, Carmen Electra, Ron Jeremy, 
Tommy Lee, Marilyn Manson, Anna 
Nicole Smith, Mr T, Jerry Springer, Dennis 
Rodman, Cleo, Busta Rhymes, Carrot Top, 
Cindy Margolis and bad girl Shannen 
Doherty are set to appear, all of them 
able to be deformed, bent buckled and 
just generally slaughtered in as many 


ways as you can think of. You'll also 
able to create your own celebrity to 
as you please. Look out for a 
review soon. 


PERFECT THERRPV 


be 

gut 


Q Inspired characters and moves 
O Dismember Justin Timberlake 

■ Pop-culture-saturated fighting with 
plenty of 'the beautiful people' taking a 
starring role. We'll be intrigued to see if 
this actually works, because if so it could 
well be a sleeper hit And we can't wait 
to get in the ring with Ron Jeremy! 
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© Rail-specific uber-tricks will 
give you more grind option; 


give you more grind options 






HIT' 


It's all about mad trick skills and 
insanely big air. Don't try this at home! 


With a whole 
mountain to explore, 
5SX3 promises the 
complete 
snowboarding 
experience 


piste artist? 


TBA TBA AUTUMN 03 


A BIT OF PREVIOUS 


GAMECUBE 

DEF JAM 
VENDETTA 

GAMECUBE 


King of the 
hill or another 


CUBE 
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PUBLISHER: 

EA SPORTS BIG 

DEVELOPER: 

EA CANADA 

ORIGIN: 

US 

GENRE: 

SPORTS 


1-2 


NBA STREET 

GAMECUBE 


SSX TRICKY WASN’T the best looking 

of games by a long chalk, however, it 
boasted a purity of gameplay that was 


that we really should be taking for granted 
by now. 

The beauty of Tricky was the vast 


SSX Tricky was and remains arguably the best 
snowboarding game on the market. What more 
reason do you need to check out the sequel? 


THE COMPANY LINE 


“DISCOVER A 
COLOSSAL MOUNTAIN 
WHERE GAMERS WILL 
BE IMMERSED IN A 
FREE-ROAMING 
SNOW PARADISE” 


captivating and hours could disappear 
looking for that elusive Gold Medal trick 
score on each of the deviously designed 
runs. Step up SSX 3 , and this time EA has 
opted to give the player an entire 
mountain to explore. Three peaks are there 
to be conquered with dozens of possible 
routes to discover. 

Six of the old SSX crew are joined by 
four new characters. Sadly, there's no 
Marisol in the new game (our hearts 
break), but expect the normal mix of fit 


number of moves available at the touch of 
a button, especially the supercool Uber 
Tricks, and these have been pumped right 
up. There are now rail-specific Ubers, 
handplants and board press tricks that will 
allow you, in theory at least, to string 
together infinite trick combos. Well, at least 
until you reach the bottom of the 
mountain, or more likely hit a tree. 

More is also being made of the rivalries 
between characters, offering a story line 
angle to the proceedings which could be 
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UHBI H 


O Even more tricks to master 
O Potentially infinite course possibilities 


I A lick of paint to the visuals would 


EA PRESS RELEASE 


TOLCHB 

Are they selling a game here, 
or timeshare? 


girls and drop-outs. The visual experience is 
being hauled up to speed with the promise 
of snow that reflects light realistically and 
blows up in the breeze. Also, you can 
expect real-time shadows and all that guff 


kinda cool. It was a nice idea that was left 
totally unexplored in Tricky. 

If the EA Big team can work the same 
magic as before, this is gonna 
rock your world! 


have been enough to tempt a whole 
new audience, but EA have completely 
reworked it with loads more features. 
Losing the structured progress of Tricky 
could take some getting used to though. 
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again 


When it comes to fashion, 
Kirby is right on the edge 




KIRBY AIR 


® inFaRuiRTipn 


NINTENDO 
HAL LABORATORY 
JAPAN 
RACING 
1-4 




ABIT OF PREVIOUS 


SUPER SMASH 
BROS MELEE 

GAMECUBE 

SMASH BROS 

GAMECUBE 

KIRBY’S DREAM 
LAND 

GBA 


© The four-player Micro Machines-esque 
Battle mode looks to be wicked fun 


THE COMPANY LINE 

“GLIDE THROUGH 
THE AIR WITH NO 
ACCELERATION 
BUTTON” 

NINTENDO PRESS RELEASE 

CUBE TOJChE 

Now there's a selling point for you 
if ever we heard one. 


Don't push him, 'cause 
you won't like him 
when he's hungry! 


OKAY, WE ADMIT it — ever since this 
game was announced we've been a bit 
negative about it Early shots looked 
ropey to say the least, and the early 
videos were slow, dull and lifeless. While 
the game is still a long way from 
becoming Game Of The Year™, HAL has 
put a fair bit of work in over the past few 
months, and Kirby's latest outing should 
be good, clean fun at the very least. 

Kirby rides a Warpstar through the 
many races, with acceleration being 
computer controlled. The Warpstars 
come in a whole load of shapes and 
sizes, from Rocket Stars to Arwings to 
Pok£mon Ships. It's your job to steer, 
steal abilities and 'push' out of 
corners. This new cornering technique 
requires you to charge up through a 
corner and unleash a turbo boost at the 
right point. In trademark Kirby style you 
can eat enemies and items on the fly in 
order to assume their abilities. At the 
tap of a button the pink blob sucks in 
his prey, then turns around to show you 
his new moves. 

New gameplay modes include the 
standard one-player Air Ride 
Championship, one-player City Trial 
Battle (all manner of Smash Bros-e sque 
weapons), and more importantly, the 
many Multiplayer modes. They may not 
quite be ready to challenge Mario Kart 
or Super Monkey Ball 2, but they're 
near enough for our liking. 

Kirby hits Japanese shelves in a few 
weeks, so you can expect a full, 
multiplayer shenanigan-filled ■■■■ 


review next issue. 


CTH 




o The Multiplayer will definitely be good 
O The graphics are colourful, but basic 

■ There are plenty of Kirby fans out 
there, and there are even more Smash 
Bros fans around. This is more of the 
same - simple but rewarding gameplay. 
It'll bring a smile to even the most 
hardened gamers' faces. 
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FIFA 2003 

GAMECOBE 


FI 2002 

GAMECUBE 
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LOTR 


RETURN 


THE 


KING 
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One ring to rule them 
all and in the 
darkness bind them... 


of us they should alleviate the 
predecessor's drawbacks of linearity and 
simplistic gameplay. 

However, and as is often the case for 
film licences, one of the biggest draws of 
this game will be its recreation of the 
movie world. Where Return of the King 
will differ from its predecessor will be 
the unique branching storyline, where 
you play out famous acts from the third 
book. Control Gandalf and you'll be busy 
defending the walls of Minas Tirith. 
Aragon, Legolas and Gimli trek into the 
mountains to wake the army of the 


UBE 

inFDRmnTiDn 


PUBLISHER. EA 

IN HOUSE 


SLASH-’EM-UP 


PLAYERS 


LORD OF THE 


RETURN OF THE 


THE COMPANY LINE 

“IMMERSIVE ACTION 
AND ADVENTURE 
ELEMENTS SET IN 
RICH, INTERACTIVE 
LEVELS” 

EA PRESS RELEASE 


With still no sign of The Two Towers' DVD 
release, CUBE gets into the ring with EA's take 
on a right royal rumble... 


You're not looking at the background 
when you're fighting 10,000 Ores 


ELECTRONIC ARTS MAY be 

characterised in the eyes of gamers as 
one of the worst offenders for 
repackaging mild enhancements to 
franchises and selling them on as brand 
new titles, but this view of the world's 
biggest publisher is no longer the case. 
As proof of this, the latest Lord Of The 
Rings title, The Return Of The King, 


would no doubt sell a million or so even 
if EA added only a few cosmetic changes 
and an updated storyline. Instead 
though, it's refined the combat system, 
introduced multiple character paths and 
coded the welcome addition of a co¬ 
operative story mode. These three 
additions alone should be enough to 
keep ring fanciers happy, and for the rest 


KING 










dead and sail into the Bay of Belfalas to 
provide essential backup in the War of 
the Ring. Of course, Sam and Frodo are 
not forgotten in all of this action and 
you'll have to accompany them through 
the evil land of Mordor in order to cast 
the Ring into the fires of Mount Doom. 
Anyone who's read the book will 
understand that this is no easy task. 

These scenarios promise to be a big 
jump from what we've seen in previous 
games of the franchise, and will 
hopefully help to make this far less 
linear experience. 

Continuing the film theme, we've 
been promised that never-before-seen 
exclusive movie footage will be included 
in the game accompanied by a musical 
score by Academy Award winner 
Howard Shore. That should get the 
pulses racing! 


Controls- 
wise, combat 
and movement 
are set to 

complement these 
settings and level of 
detail. Whereas attacks were triggered 
mainly by the face buttons in the 
previous games, they're now all 
mapped onto the right analogue stick, 
making multi-directional attacks in a 
3D environment much more satisfying 
and easy to perform. Enhancing your 
improved ability to fight are interactive 
environments that provide the 
backdrop for opportunities to swing 
from ropes, roll boulders and fire 
catapults. Look out for the in-depth 
review of The Lord Of The Rings: 
Return Of The King in a few 
issue's time. 


"THE TEMPLATE OF THE 
GAME IS SUCH THAT YOU’LL 
NEVER BE ANYTHING LESS 
THAN ENTHRALLED” 

Even when the 
chips are down 
our heroes never 
give up. That 
background 
looks a bit iffy 
though, don't 
you think? 


Towering buildings, angry 
skies... it's Tolkien alright 


He may be 
getting on, 
but Gandalf 
can still hit 
'em where it 
hurts 


Gandalf 
vSy certainly 
looks more 
than a little 
old in this 
shot! 


Gandalf 
employing that 
'Did I leave the 
cooker on?' look 
made famous by 
the likes of Mr. 
Reeves of Neo 
fame. 


CUBE EXPECTATIONS 


FinRLLV! Rn DRIGinRL EGniE GRIT1E Gn THE GRITIEGUBE! 

■ For fans of the film. The 
Two Towers game was a 

■■■■ hhi ■■■■ fantastic experience. It 

^ was a great little package, 

C m • O gm ■■■■§ and Return of the King 

§ — Hi —— £ wmm 2 £ mammm looks set to build on that 

^ ^ J § even further. Yes, it may 

well be a shallow 

Q Unseen movie footage gameplay affair, but the 

O Great visuals and score template of the game is 

X such that you II never be 

O A Tolkien fan's wish come true anything |ess than 

© Still too simplistic? enthralled by it 
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WORMS 30 

It worked a treat in 2D... but can it really work in full 3D? 


The true winners will be the 
people who think in 3D. 



Awww... isn't he/she sweet? 
NS? The Goons are going down 


@ inFDRfTlRTIDn 


WORMS 3D 


SEGA 

i develops TEAM 17 


STRATEGY 




Three dimensions might just 
be a I. 


i bit too much for some 



© 


Nothing like a bit of blatant self¬ 
promotion is there? 



THE COMPANY LINE 

“BRILLIANT 
GAMEPLAY AND A 
STRONG BRAND - 
WORMS 30 HAS 
SEGA HIT’ WRITTEN 
ALL OVER IT” 

MATTHEW W000LEY 
MARKETING 0IRECT0R, SEGA EUROPE 


The nation is itching in 
anticipation. . 


THAT’S THE BIG question really, and it's 
one that has obviously been causing 
problems within Team 17. It's been 
nearly a year-and-a-half since the 
Yorkshire-based developer started 
properly on the next big thing in the 
Worms series, and only now are we 
seeing the first screens. As with 
StreetFighter, the transition to 3D is not 
an easy one, but the team has spent a 
long time getting the basics nailed down. 

The result is a game that's not that far 
removed from the side-on version 
original. As you would expect, Worms 3D 
is basically Worms with an extra 
dimension thrown in. When the camera 
zooms out to show you the entire level, 
it almost is a 2D side-on game anyway. 
It's only when you each take your turn 
that the camera zooms in and you can 


appreciate the extra depth that it now 
has to offer. 

New additions include a variety of new 
game modes, the option to look around 
in a first-person viewpoint, real-time 
weather conditions, night and day fights, 
real-time deformable landscapes and 
more advanced Al. Oh, and naturally 
there are a whole host of new additions 
to your arsenal. To be honest, most fans 
of the series would be happy with a 
graphical facelift and a bunch of new 
levels, so we don't see any reason why 
this won't top the charts just like every 
other pure Worms game has. 

The only potential pot-hole is how 
well they're able to get the camera 
working, but we'll be able to test that 
out over the next few months. 

Stay tuned. 



O There can be no denying the gameplay 
O A bit lame in terms of graphics 

■ The original 2D Worms managed to 
top the charts at a time when polygon¬ 
crunching was everything, and there's 
no doubt that fans of that game (and 
there are an awful lot of them) will buy 
into this, no questions asked. If only 
Team 17 had pushed the machine a bit. 
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“SEEMS TO BE A 
MAN A, CHRONO 



BETWEEN FFIII, 
AND LORD OF 



Square-Enix lets ^ 
us in on some 
amazing four-play 


■ The Crystals' waning powers have 
allowed evil to return. As is always the 
case with Final Fantasy games, the 
enemies have all been seen before, but 
they look much better now in terms of 
both graphics and animation. 


■ Many parts of the Crystal Chronicles 
world are filled with a toxic gas - the 
Crystal Cage is the warriors' only defence 
against it providing a safe area in which 
to walk. The cage needs to be carried 
around at all times. 


INNER 

STRENGTH 


■ The real-time battles flow very well due 
to the relatively simple battle and magic 
system. Turn-based fans fear not though - 
there are plenty of magic options available 
if you feel the need to tinker, and it can 
get as complex as FFVII. 



AS ALWAYS SEEMS to be the 

case with our In-Depths, CUBE is 
about to blow the lid on one of the 
GameCube's most-anticipated 
games of the year. For us, 
GameCube-exclusive software at this 
year's E3 was about just a handful 
of games - Rebel Strike, Metal Gear 
75, Mario Kart DD and this. Square- 
Enix's first foray into the GameCube 
software market may be a decidedly 
arm's-reach attempt, but that 
doesn't mean that it's any worse for 
it. As regular readers will know, 
Crystal Chronicles is being 
developed by Game Designers 
Studio, a Nintendo-funded 
subsidiary of Square-Enix. Headed 
up by staff who have worked on 
Final Fantasy I, II and Saga Frontier 
(among others), the distance CC 
has had from the likes of FF VII-XI 
has done it the world of good. The 
end result seems to be a cross 
between FFIII, Secret of Mana, 


Chrono Trigger and Lord of the 
Rings. Confused? Read on... 

The story for CC goes something 
like this. The Crystal Chronicles are a 
set of stories that recount the travels 
of a group of adventurers. These 
adventurers set off on a quest to 
save their villages from destruction. 
You see, each village is protected 
from evil by a Mana-Water-enfused 
crystal. The crystal takes pride of 
place in the centre of the village. 
Every now and then (well, okay - 
probably every few thousand years) 
the crystal runs low on Mana 
energy, thus its protective aura 
wanes. The side-effects of this are 
that vile creatures begin to get 
closer and closer to the village and 
some even break through and 
attack. The only solution to this 
problem is to harvest a drop of 
Mana Water... that's easier said than 
done though. The main story starts 
in the village of Ciaran. The village 


Elder summons adventurers from far 
and wide to undertake the 
dangerous task of finding the 
Mana Tree. Eventually four warriors 
arrive to represent the four races of 
the world. Headed up by local boy 
Ciaran (the blonde kid), the team 
begins the search, although they 
haven't actually the first idea of 
where to look. Going by rumours, 
age-old stories and myths, the 
team will eventually find their way 
to the Mana Tree... but if it were as 
easy as that, it wouldn't be much of 
a game now would it? 


FINAL FANTASY II 

■ It may be generations 
behind in terms of 
graphics, but the 

experience itself still lives If 

up to today's standards. _ IL- 

TOTALGAMES.NET RATING: N/A 












MINI MAGICIANS 


PILE ON THE EFPECTS 


Since magic plays a huge role in any Final Fantasy game we've 
decided to dedicate a large amount of space to it Just because CC is 
an Action RPG doesn't mean that this side of the game is any less 
impressive than usual - on the contrary, it has allowed the team to 
create a fresh new system. As explained elsewhere in this feature, 
players can use H and S to skip through the abilities in real-time. 
Among these abilities are the magic attacks. After selecting the ability 
you need to place the cursor over the area you want to hit. Tapping 
© will cast the spell (there will be a split-second delay while the 
spell is cast) and hit that area with Fire, Ice etc 

A standard tap of the Q button will cast the most simple version of 
that spell, and it's unlikely that an enemy will be able to get out of the 
way due to its immediacy. You can, however, power-up your spell by 
holding down the © button. The longer you hold down the button 
the more powerful the spell will be. Remember though that once you 
start charging the spell your cursor will become inactive, thus the 
enemy will have a much higher chance of escaping unharmed. 

Later on in the game you can learn more powerful combination 
spells. As part of what is obviously a nod to Chrono Trigger, you can 
double up magic attacks and empower team-mates' weapons with 
elemental attributes. If two or more characters focus their magic on 
the same area, the resulting 'Magic Pile' will cause far more damage 
than the two would separately. Focusing certain spells on team- 
mates will allow them to attack with the power of that 
particular spell, eg Ciaran could unleash a Link-esque 
flaming-sword attack. 

At this point the team is keeping quiet on exactly 
what magic attacks we'll be seeing, but from the 
E3 demo we can tell you that Fire, Ice, Demi and 
Flare are definitely in there. 



HAVING PLAYED CRYSTAL Chronicles 

extensively at E3, we can now bring you 
in-depth, hands-on impressions. Firstly 
we simply have to tell you about the 
music. Any 16-bit era gamers out there 
will tell you that very little originally 
composed game music these days comes 
close to the stuff that blessed our ears 
back then. The soundtracks from 
Castlevania IV, Actraiser and Chrono 
Trigger still stand out today, but listening 
to CC is like a blast from the past. 
Admittedly we couldn't hear much at E3, 
but the new trailer features some of the 
best tunes we've heard in ages. If all goes 














"TO AVOID PLAYERS PAUSING THE GAME 
AT THEIR STATS/MAGIC SCREEN, ALL THE 
INFORMATION YOU NEED IS ON THE GBA 


LOOK 


id 
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ADVANCED ACTION 


FANTASY ON THE LITTLE SCREEN 


We've always known that CC would use the GBA in some way, but the nature of 
the game now means that a GBA is pretty much essential kit. Here are some of 
the advantages of playing with a GBA: 

• First and foremost, when you're wondering around an area your GBA screen 
will display something different depending on what player you are. Player I will be 
able to see a top-down version of the map for that area. Player 2 will see a radar 
of sorts, showing team, enemy and item positions. What will be on the other 
screens is currently a mystery - this wasn't finalised in the version we played. 

• When you find yourself in a safe area you can press Select to bring up your 
magic screen. Here you can choose how the Ability menu is set up. Remember 
that on the TV screen there are only seven slots available. You may want to fill 
these with Attack, Defend, Cure, Phoenix Down, Antidote, Flare and Demi, for 
example. As you encounter different enemies and learn different abilities you may 
want to change this set-up, and the menu is the place to do this. 

• Along with your abilities you can also customise your magic set-up. In a 
similar way to FFVII, CC allows you to combine magical orbs for different effects. 
Combining an 'All' Command Orb with a Tire' Command Orb will allow you to 



well you'll get to see this very trailer on 
next month's Video Disc. Anyway, back 
to the gameplay... 

The Nintendo-reps would only let us 
play CC in four-player mode. In this 
mode it seems you must use the GBA as 
a controller. To avoid players pausing the 
game to look at their stats/magic screen, 
all the information you need is on the 
GBA screen in front of you. Each player 
takes control of either Ciaran, llias, Lu'ge 
or Cyadd. Naturally each character 
specialises in a certain area. A coloured 
ring surrounds each player to make 
identification on the fly much easier. 


Four simplified stat groups are shown in 
each comer of the screen. These show 
the health and abilities for each warrior. 
Health isn't represented by HP - instead 
you have a number of hearts, much like 
Zelda and Giftpia. The Abilities display 
comes in the form of a number of green 
dots. The O and S buttons cycle 
through Abilities such as Attack, Defend, 
Cure, Black Magic etc. Once highlighted, 
a tap of the © button selects it. With 
magic spells a second coloured circle 
will appear. You can now use the D-pad 
to move this second circle and highlight 
the area you want to cure/attack. The 


engulf a massive area in flames. 













WINDMILL VILLAGE 

© This is where your 

adventure begins, and it 
has to be one of the prettiest 
areas we've seen. Grassy 
knolls, streams, bridges and 
waterfalls provide a visual feast 
filled with Goblins and 
ultimately protected by a huge 
crustacean boss. 



GIANT TOADSTOOLS? 


TAKE THE SCENIC ROUTE 


In terms of size, the Game Designers Studio reckons that CC offers 30+ hours of gameplay. While not as 
huge as something like FFVII, it's easily comparable to FFX and Secret Of Mana. The world itself seems 
massive and the areas in the game are weird, wonderful and beautifully detailed. We've seen six 
different settings so far, and here they are in more detail. . 


TOADSTOOL FOREST 

© This area is quite literally a 
forest of giant toadstools. 
You get an overview as you 
enter the area, but you'll have 
to keep a close eye on your 
radar and map screens in order 
to find everything. This area is 
inhabited by Evil Eyes, Trolls 
and Carrion Worms. 

OESERT 

© There really isn't anything 
more to this area than sand 
dunes and the occasional rock. 
With no landmarks to speak of, 
it's extremely easy to get lost. 
The only enemies we've seen 
in the Desert so far are Sand 
Scorpions and giant 
Sandworms. 

TEMPLE 

@ An ancient temple ruin, 
which eventually enters a 
maze of underground stone 
chambers, which are 
occasionally lit by a lonely 
torch. Ghosts, Bombs and 
Torama roam the murky 
corridors. A giant, horned 
lizard is the boss. 

VOLCANIC PLAINS 

@ A barren wasteland riddled 
with geysers, lava streams 
and razor-sharp rock 
formations. Winged demons 
such as Condors, Garuda and 
Ironites line the path to the 
volcano's entrance. What's 
inside is anyone’s guess, but it 
sure won't be friendly 

SWAMP 

By the time you get here 
^ you'd better be suitably 
powered up, as this fog-ridden 
swamp of death is guarded by 
Grenades and Tonberries. The 
team has really gone to town 
on the water, and it appears 
here more than anywhere. 
Bunch of show-offs. 




i As you'd espect from Square, the 
cut-scenes are truly beautiful 
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?nt continents. Initially you can travel 
his unwieldy contraption won't be 
geons. You'll definitely have to leave 
ssing, and luckily there are ships to 
•ntrol the carts or the ships yourself - 
i that will more often than not 
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The sailing 
scenes are 
gorgeous, and 
all in real¬ 
time. Just a 
month to go! 


Spirits are 
high when 
the caravan 
first leaves 
the peaceful 
Tida Village 








“OUR ONLY WORRY CONCERNS 
THE MYSTERY SURROUNDING 
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relevant spell will shortly 
rain down on the target, 
but because the characters can move 
around in real-time, a quick enemy can 
move away from the targeted area. On 
the flipside, this also means that an on- 
the-ball player can escape the smaller 
enemy attacks. You have to remember 
that if your team-mates just happen to be 
within harm's reach, they will take 
damage, so it's up to you to talk to each 
other and clear the area before you cast. 
Indeed, the whole game is based around 
talking to each other, and it's now that we 
understand why Nintendo has been so 


pushy with the multiplayer aspect. Earlier 
we mentioned that each character has 
different abilities. These abilities may 
include things such as Scan or Mug. If one 
character scans an enemy, the 
information will only appear on that 
player's GBA screen. Similarly, only the 
mugger will know what items they have 
stolen, so communication is the key to 
staying alive. 

This entire system is an evolution of 
Secret Of Maria. The GBA screens allow 
for uninterrupted gameplay, and the need 
for communication draws the players into 
the adventure. Our only worry concerns 


BIG-SCREEN SCARES 


SEPARATING THE MEN FROM THE BOYS 

As far as the bosses are concerned, CCs examples are of the screen-filling 
variety. A huge crustacean, a 20-foot tall armoured lizard, a Marlboro and an 
Iron Giant are what we've seen so far. Final Fantasy fans will recognise some 
of these as regular enemies from other games, but you can be sure that 
there'll be a few surprises too. 

All the boss encounters are introduced via a short cut-scene, where the boss 
struts his stuff, just in case you didn't already realise how tough he was. 



the mystery surrounding the single-player 
game. What happens if (as will be the 
case with most people) you simply can't 
get four people and four GBAs together in 
one room whenever you want to play the 
game? Apparently you can use a 
GameCube controller, but you won't get 
any of the essential information. If you 
can only muster together two mates, will 
the computer control the fourth player. 
And in the single-player mode, how will 
you get through the game without all the 
important info? These are all question that 
will have to wait until we get the 
finished game next month. 




SAYS... 


FIRST imPRESSIOn 


■ Looks utterly dazzling, and 
we have absolutely no doubt 
that Crystal Chronicles will be 
an amazing experience with 
three mates and four GBAs on 
board. The single-player game 
has us more than a little worried 
though, and if you really do lose 
all the cool stuff when playing 
on your own, CC could be 
reduced to a pretty and 
atmospheric hack-'em- fM 
up. Let's hope not, eh? ■ 1 















SPLINTER CELL 

■ In terms of lighting, 
animation and 
meticulous attention to 
detail there are very few 
GameCube titles out 
there to rival this. 


TOTALC3AMES.NET PATINO: BB% 
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Master the sands, 
or be buried alive! 













“WITH SANDS OF TIME AND ITS TRANSITION TO 30, 
UBI SOFT MAY ACCOMPLISH A SIMILAR FEAT TO 
THAT WHICH NINTENDO ACHIEVED WITH MARIO B4» 


I 

A 


♦ 




FOR fl NUMBER of years there's been an ever- 
increasing tendency for gamers (especially the older, 
more seasoned type) to declare that games were 
better crafted, required more skill, were less 
frustrating and were ultimately a lot more enjoyable 
when they were simply 2D (And you could leave your 
front door open - Ed). It's peculiar to say that we 
would be better off going back to more primitive 
methods of visuals and gameplay since games are 
driven by technology, but maybe there are occasions 
when they do have a point. 

Okay, so it's not hard to see that far too many 
games these days — the generic beat-'em-ups and 


platformers idling unsold in stores up and down the 
country - don't play well simply because they're 
badly designed. In coping with three dimensions the 
camera seems drunkenly intent on obscuring your 
view and the intricacies of multi-direction movement 
feel similarly unsteady and clumsy. But what about 
games that get it right? Think about the transition of 
Super Mario World to Mario 64, a game so 
seamlessly well put together, fluid and enjoyable to 
control, that simply interacting with it was fun in itself. 
In fact, Mario 64 was a perfect 3D game because the 
freedom and feedback of movement soon became 
like showing off, ultimately making something as 


trivial as reaching a difficult area seem creative. Being 
able to move only up, down, left and right would 
simply not have afforded the wonderfully freeform 
and satisfying control of Mario 64. 

So where's all this going? Well, remember how the 
original Prince Of Persia was a prime example of 
excellent flat-plane gaming (the type of gamer we just 
mentioned won't have any trouble recalling this)? It's 
just possible with Sands of Time and its transition to 
3D that Ubi Soft may accomplish a similar if not quite 
as significant a feat as that which Nintendo achieved 
with Mario 64 in comparison to Super Mario World. 
This game could seriously be that good! 



KING OF THE 
SWINGERS 


■ Fabrics draped around locations are 
jn automatically grabbed mid-flight as an 
aid to swinging yourself to where you 
want to go. Throughout the game, if you 
QJ think a piece of scenery has a use then 
you're probably right. 


■ It's so good to play a game where there 
aren’t the obligatory ice and fire levels 
robbed from other generic games. Instead 
we've got lavish and opulent settings 
made all the more spectacular by a 
general lack of health bars and so on. 


■ Clasped in your right hand and used in 
normal slashing combat is your scimitar. 
The dagger in your left hand can plunged 
into the flesh of a weakened enemy to 
finish them off and replenish your limited 
Sands Of Time powers. 






** 95 ? 


FREEZE 

Using your powers to freeze an enemy 
makes them a lot easier to kill - the final 
blow sears them in half and they dissipate 
like falling sand - however, unlike killing 
normally, your finishing move doesn't 
replenish your Sands of Time powers . 


Level design won't patronise you or hold 
your hand so you may miss out first time 
round, on useful bits of interactive scenery. 
In fact only after a good few completions 
of a certain level did we realise you could 
drink water to replenish your health. 


APPROPRIATELY ENOUGH FOR a game 

that's stayed true to its roots in the 
transition to 3D, the plot that fuels The 
Sands Of Time was co- written by the 
original game's designer, Jordan Mechner, 
and revolves around the fourth 
dimension — time. 

Back in an imagined ancient Persia, 
under attack by an army led by a rival 
King, the Prince, played by you, discovers 
a magic dagger that accidentally 
unleashes the Sands of Time. Doing so 
effectively opens a Pandora's box of evil 
that sweeps through his father's vast 
kingdom absorbing every living thing it 
touches. It's then up to you to undo this 
catastrophe. You do have an ally in the 
form of a beautiful Indian princess, but 
she may not be exactly what she seems.. 


ELIXIR OF 
LIFE 


BATTLE 

SCARS 


Early on in the game the Prince is dressed 
rather regally. Later on however, as Fights 
take their toll, he becomes considerably 
more world weary looking, sporting the 
gaze and dishevelled dothes of a battle 
hardened warrior. 













"COULD THIS ALREADY BE ONE 
OF THE YEAR? WE THINK SO” 


LOAD RAGE? 

NOPE, NOT A TRACE 
OF IT HERE... 

The more we have to wait for sections of areas, 
new levels and bosses to load the less immersed 
in a game we tend to become. Excessive and 
ponderous waiting times can even dissuade you 
from exploring a game or tar the whole experience 
of playing. Loading times force your attention away 
from the game and are invariably dull. Thankfully 
then, whereas you may expect a hefty wait in The 
Sands Of Time while the detailed architecture and 
enemies of locales boot up, there's none of it. 

Ubi Soft has implemented a dynamic loading 
system meaning you'll never suffer any groan¬ 
worthy pauses between locations. 



© Plunge in your dagger to finish off an enemy, 
replenishing your Sands of Time powers 



The premise sounds typically 
videogame-like — evil is unleashed, you 
put the lid back on it — but Mechner, a 
key contributor and also a filmmaker and 
scriptwriter, has specifically said that plot 
vignettes won't interrupt gameplay, that 
the story will drive the gameplay and that 
the gameplay will influence the story. 

The most important element however 
is the influence that Time has on how you 
play the game. As we've already 
mentioned, this game remembers its 
origins, but takes them up a level, so The 
Sands Of Time features precision 
jumping, combat, spikes, traps, puzzles, 
but noticeably, and unlike the original, 
there's very little accompanying frustration 
that infuriated those who played the 
original so.. 


© The camera selects the most 

dramatic viewpoint during a battle 


As you can see from our screenshots, 
the new game features perilous labyrinth 
designs to navigate and overcome but, 
dangerous though it is, you never get 
annoyed. Again this is due to Time. You 
can read more on using the power of The 
Sands Of Time in our accompanying 
interview, but being able to rewind time, 
for instance, if you miss a jump (you can 
only do this a limited number of times), 
ensures you don't have to continually 
restart and keeps the action fluid and 
enjoyable. In fact, control of the Prince is 
similarly forgiving whilst also being 
intuitive which affords multiple ways of 
tackling situations. If you fall while 
walking a ledge you'll grab it on your way 
down. If you're attacked while you're 
dangling there, simply swing using your 


LOCATION, LOCATION 
LOCATION 


WHERE 


Sands of Time s artistic directors have spent a lot of time researching the 
ancient Persian era, its architecture, clothing, animal life and art. All of this 
shows through excellently in the atmospheric and detailed environments of 
the tombs, dungeons and ramparts that make up the games 32 levels. 
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© In-game scenarios see you take to A platformer without obligatory 
those ramparts in the foreground ice and fire levels? Gladly, yes 


##HI 




© As you can see, the 3D layout and level design 
echoes the feel of the original Prince Of Persia 







IN THE CUBE WITH... 

□□□ 


YANNIS MALLAT 

POSITION: PRODUCER 
COMPANY: UBI SOFT 


CUBE: Remembering the rotoscoped animation of 
the original Prince Of Persia and considering that the 
Splinter Cell team are working on The Sands Of Time 
what can we expect animation-wise? Hand-drawn 
movements perhaps? 

VM: The new animation system will enable us to 
add some really amazing elements to the game. For 
example, physics effects are used to animate 
secondary action and elements like hair, clothing and 
wall hangings. It provides an extra sense of life and 
movement to the hand-animated characters and an 
otherwise static environment. Random details that 
deliver a feeling of realism to players will be evident 
throughout the game. 

CUBE: Are there likely to be any other Sands Of 
Time powers included in the final build? 

VM: Consider the Sands Of Time to be this strange 
and mystical force that allows players to seamlessly 
bend the fabric of time, granting them a number of 
astounding powers. So these Powers will allow the 
Prince the ability to fight harder, fight fearlessly and 
fight with more strategic flexibility. Ultimately, there are 
five known powers given by the use of Sands Of Time : 
1) The Power of Revival, which gives you the ability to 
journey back in time for several seconds in some sort 
of a rewind action; 2) The Power of Delay, which 
slows the passing of time; 3) The Power of Restraint, 
that freezes enemies in time while you remain 
moving; 4) The Power of Haste, which accelerates the 
passing of time; and finally, 5) The Power of Destiny, 
that gives startling visions of the future. Time 
manipulations are a big part of the game because they 
are at the core of both the story and gameplay. 

CUBE: We understand that Jordan Mechner is 
consulting on many aspects of development. What 
specific input has he made so far and what is he 
particularly impressed with? 

YM: One of Jordan's main objectives during this 
project has been to unite the story and gameplay 
aspects of the game. As the Prince is the main 
character, it was of course especially important to get 
his feedback on our approach. We agreed on the key 
attributes of the character and the artistic direction. 

We felt it was essential for Prince Of Persia: The 
Sands Of Time to capture the exhilaration of 
movement that was such a key element of the first 
game's appeal. The animated character needed to feel 
acrobatic and graceful, as opposed to mechanical, and 
the controls had to be simple and intuitively satisfying. 


Jordan's input was of great value for this process. 

The Prince's personality is expressed not just in his 
physical movements, but also through his dialogue 
and interactions with other characters. Jordan's role as 
screenwriter helped to ensure that all these aspects 
are woven together to clearly delineate the Prince's 
character development over the course of the game. 

CUBE: We've been informed that the Prince's 
appearance will change as The Sands Of Time 
progresses. Could you us tell more about this and is it 
solely a cosmetic feature? 

VM: We wanted to create a dynamic environment 
in which a player would evolve, so the Prince's clothes 
and hair react dynamically to his movements and 
surroundings, and a wind simulation system affects 
characters, drapes, bridges and so on. It was important 
for the Prince to evolve and change as a character 
throughout the game. As the stakes rise and the odds 
against him increase, he gets more and more beat up, 
and also more determined. This gradual 
transformation is reflected in the character's 
appearance, as he becomes a tougher, stripped-down 
kind of action hero. The Prince's ideals and illusions 
will be challenged by the hard choices he must make. 
In the course of the story he matures, and learns what 
is really important. 

CUBE: What GameCube-specific features can we 
expect? What will GBA to GC link-up provide? 

YM: These features have not yet been confirmed. 

CUBE: Are there any plans to include multiplayer 
options or hidden bonuses for completion time and 
suchlike? What is the replayability value of this game? 
YM: Prince Of Persia: The Sands Of Time will 
remain a single-player game. To be truthful to the 
previous Prince Of Persia games, we wanted to keep it 
that way. Of course, we recognise the importance of 
multiplayer for many types of games, since this adds 
great replay value to the player. That is why we are 
currently designing elements that will give great replay 
value to the players and offer them even more 
challenges. You'll know more soon... 

CUBE: As the host console in development is the 
PlayStation2 should GameCube owners also expect to 
be able to play Sands Of Time in November this year? 
YM: Prince Of Persia: The Sands Of Time is 
scheduled for release in November 2003 on the 
'Cube and GBA. 


LIFE THRU A LENS 

In bringing you this In-Depth we spent hours playing a version of 
Sands Of Time that was only about 60 per cent complete. As is often 
the case with unfinished code, glitches and niggles still needed ironing 
out most noticeably in some of the camera viewpoint selections. Such 
gripes, however, are easily rectified further on in development. In fact 
other than some inelegant positioning, camera work throughout The 
Sands Of Time seems to do exactly what you want in a 3D 
environment, providing a good appreciation of the scale and position 
of your surroundings and being cinematic yet nimble enough to deal 
with plenty of movement. In fact, if you can't get your head around the 
layout of any particular scenario then simply press a button for a 
revealing and handy zoomed-out overview of the area. 




Creature design has been married 
perfectly to the Indian/Persian settings 
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ULTIMATE FIGHTING 

BRUTAL, LITHE AIMD DEADLY 

Just like your acrobatic movement, controlling the Prince in combat very 
quickly makes perfect sense. It's more straightforward than normal movement 
but is very involving and satisfying all the same. For instance, there's a type of 
Zelda-e sque lock-on during fights but it's a lot more subtle. Actual swordplay 
itself makes full use of the Prince's agility and abilities and is just as 
impressive as your 'normal' repertoire of moves. 

Facing off against a group of enemies you're able leap and arch over one 
of their heads, turning mid-air and scything at their unguarded back; landing 
on your toes and then into a rolling escape, ready to lunge at the next 
adversary. There are also neat finishing moves (enemies writhe and wail in 
pain as you plunge a dagger into them) and, of course, the slowing of time to 
take into consideration during a ruck. 

Just as elaborate are the enemies themselves. There are excellently 
crafted and hideous looking gargoyles swinging chains to contend 
with, Bikini-dad women clutching twin-spiked daggers also make an 
appearance as do Arabian Nights-style swordsmen and archers. 


sword as you hang from one hand - the 
controls never feels limited, make 
complete sense and are an absolute joy 
to master. In fact the handling of the 
Prince is probably the most impressive 
aspect of this game. Effectively you're a 
sword-wielding gymnast placed in an 
atmospheric and ornate playground of 
gravity-mocking possibilities. If there's a 
gap between platforms you could run 
along the walls and spring out at the 
right moment, or you could jump at a 
horizontal pole, grab it, loop over and 
catapult yourself toward where you want 
to go. It's up to you. 


© 5KHW 

mix between 
manga and 
Geiger don't 
you think? 


Having played numerous scenarios 
from The Sands Of Time we've found it 
easily one the most playable and 
impressive titles in months, a fact 
made all the more noteworthy 
considering how incomplete the build 
was. As proof of how much we loved 
playing it, it's not out until November 
and we've already started arguing over 
who's going to get to review it. Could 
this already be one of the games of the 
year? We think so. In the meantime we'll 
keep you posted on the progress of what 
has become one of our most keenly 
awaited games. 


SAYS... 


FIRST imPRESSIOn 


■ This In-Depth is easily one of 
the most gushing and optimistic 
accounts of a game mid¬ 
development we've ever written, 
but The Sands Of Time deserves 
it Blending geometric puzzles, 
visceral fight scenes, epic locales 
and a wonderfully agile and 
controllable main character into a 
seamlessly atmospheric and 
rewarding experience, this is a 
game we're desperate to j 
play again. 
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IT’S A BIT rubbish isn't it really? You'll 
notice from this month's reviews that we've 
been inundated with a whole slew of 'just 
above average' games. The relative biggies 
(Hitman 2, ISS3) haven't turned 
out to be as good as we were hoping, and 
the real hitters (Viewtifu! Joe, Wario World) 
have slipped back a few weeks. So we're 
left with nothing really. Never mind, eh? 

You may have noticed that this month's 
FreeLoader game is Soul Calibur II, so you 
now have no excuse for not getting a copy 
from your local importer. 

As for the future, we PROMISE that next 
month will be sweet. A handful of import 
titles and Wario World are sitting on my 
desk right now - there's no way that these 
guys can slip back any further now that 
they're chained to the spot! ;o) Just keep 
repeating to yourself "it's always like this in 
the Summer, things can only get better.. ." 
and so we squint into the FFCC, F-Zero and 
Mario Coif- coloured horizon... 

■ CHANDRA NAIR 


CUBISTS 


Nintendophiles should be more than used to delays, but this 
one was really starting to try our patience. So, after all the 
waiting, is it anything more than a straight PS2 port? 


...and so the Summer begins! What do the CUBE team get up to on those long, hot evenings? 

MILES GUTTERY CHANDRA NAIR GARY ADAMS BYRON WILKINSON 


SUMMER DREAMS.. Ripped at 
the seams 

WHAT??: Miles is normally a 
man of the Denim persuasion, 
but all it takes is a little bit of 
Sunshine to turn him into a 
Grease monkey. Visit 
Bournemouth in July to 
experience goldielocks taking 
on the sidewalk in his leathers. 



SUMMER DREAMS... Beach 
Volleyball 

WHAT??: This is the first time 
since Beach Spikers was 
released that it's been beach 
weather in the UK, so Chandra 
has just bought an Olympic- 
standard Beach Volleyball set 
Now all he needs is the ladies 
to play with him... 


0 


SUMMER DREAMS... Hail To The 
Thief 

WHAT??: With the release of 
Radiohead's latest album, 
Gary has resorted to taking 
time off work and listening 
to all 14 tracks with 
headphones on and curtains 
drawn. His life has taken on a 
whole new mantra. 




SUMMER OREAMS... Keep Ups 
WHAT??: In the Winter months, 
Byron plays with his balls to 
keep warm. In the Summer 
months Byron also plays with 
his balls - he plays ‘keep-ups' 
(or so he calls it) in the park... 
He can keep it up for hours. 
“It's all about keeping a steady 
rhythm," he tells us. 


CHARLOTTE MARTYN 


MARTIN MATHERS 


STEPHANIE PEAT 


NICK TRENT 



SUMMER DREAMS... Rockin' 
the world! 

WHAT??: Oh yes, our very own 
Charlotte will no doubt be 
attending every guitar-based 
music festival in existence this 
year. We won't see her for ages 
and she'll come back all muddy 
and smelling like a raccoon. Ah, 
the life of a rock-chick. 



SUMMER OREAMS... Schmoozing 
With PR 

WHAT??: Marty-boy is busy 
organising the Games(tm) 
Awards Party, where 
developers, journalists and 
games PR will get drunk and 
unruly, erm, I mean sit quietly 
and accept the praise showered 
upon their competitors. 



SUMMER OREAMS... Sitting on 
the beach all day 
WHAT??: Steph has attempted 
to recreate the beach atmos 
around her desk using a 
windbreak, fan and ambient 
sounds CD, but the seaweed 
she's draped attractively over 
her monitor is starting to niff 
something chronic. 


SUMMER OREAMS... Going to a 
Circa gig 

WHAT??: Trenty remembers the 
days when he could go and 
watch Chandra's band play, go 
clubbing or just chill in front of 
the TV. With a massive wage 
comes massive responsibility 
though and Big T has decided 
to quit for the Summer. Quality. 





















100% UNOFFICIAL 100% UNBIASED 
THE ONLY REVIEWS YOU CAN TRUST 





Erm. .. turn away now if you work for Konami. Tell you what: next 
month we'll make Winning Eleven 6 our FreeLoader game. That way 
you can buy and play a proper football game instead of this. 



HULK 

/I Wa ^ aroun d* smash stuff. 

Walk a bit more, smash stuff. 
Jump up in the air, smash stuff. The 
concept is fine - Rare proved the 
point with Blast Corps, but this just 
doesn't cut it. 

SX: SUPERSTAR 

P Another day, another Motocross 
game. Could've been great fun, 
but it's let down by some gameplay 
faults that we thought had 
disappeared with the dinosaurs. 

FI CAREER CHAUfNGE 

It's been a long, long time 
since we saw an FI game on 
the GC, so we've welcomed this with 
open arms. The Career mode is a 
nice idea if a little flawed, but it's 
still a pretty neat little game. 

V-RALLY 3 

i You know the score: 

GameCube doesn't have many 
good rally games, so any old tat will 
sell, right? I /-Rally 3 isn't that bad, 
but the lack of enhancements is 
disappointing to say the least. 


TOP ANGLER 


SUPERMAN 

O You know what it must be? It's 
the licence. Yep, that's it - the 
licence itself is jinxed. After all, if 
Superman's games were just as great 
as the man of steel himself, it 
wouldn't be at all fair now would it... 

WWE CRUSH HOUR 

Q i The cynics among you may 
look at the screens and write 
this off as a blatant below-par 
licensed cash-in... and you'd be 
right! Honestly though, the game 
isn't that bad. 

SPEED KINGS 

M The second offering this month 
from Climax suffers from much 
the same problem as the first It's 
okay, but it doesn't do anything 
particularly special. 

POKEMON BOX 

M And so the GameCube's 
Pokemon series begins. If 
anything we want a massive RPG in 
the style of the GBA titles, but no. 
Nintendo can't give us that Instead, 
we get a box, and a virtual box at that 


M Anyone remember Get Bass on 
Dreamcast? Take that game, 
then remove the playable sections, 
the gorgeous fish animation and the 
scenic backgrounds. Hey presto! 


WHAT DOES IT All MEAN? 


Confused? Suffering a spot of information overload perhaps? Use this handy 
guide to successfully navigate our info-packed reviews 



BOXOUTS 

If you want more detailed information on 
what the game's all about, or hot tips on 
some of the tougher bits, the wide 
selection of boxouts are ideal for you. 


INFORMATION 

This is the place to look for 
all the essential statistics on 
the game including release 
dates, players, publisher, 
developer and whether or 
not you can watch movies of 
the game in action on 
TotalCames.Net 


COMMENT 

The reviewer's frank and 
honest opinions on what he 
or she thinks of the game 
will be right here. You'll be 
needing this to make up 
your own mind. .. 


2ND OPINIONS 

If you're still not one 
hundred per cent sure 
whether you're going 
to take one expert's 
opinion, you'll find an 
alternative point of 
view right here. 


ALTERNATIVES 

Obviously, not every 
game will be to your 
taste so if there are 
titles that might be of 
interest instead, they'll 
be outlined here for 
you to think about. 


THE BREAKDOWN 


Confused as to the purpose of those big numbers stuck on the end of all the reviews? 
The meaning is explained below through the medium of words 


RATING 

so© 


RATING 

5 Q® 


RATING 

S 5© 


RATING 

006 


9.0 OR ABOVE 

Naturally, games scoring a 9.0 or over are well worth your hard- 
earned cash otherwise they wouldn't score so highly. Hey. we're 
professionals - give us a bit of credibility here, okay? 


RATING 

75© 


7.5 > 8.9 

Although they haven't quite made it to the dizzy heights of 
greatness, games with this kind of score are still worthy of your 
attention and will no doubt keep you happy for a fair old while. 


5.0 > 7 A 

Yep, it's that tricky middle ground that a lot of games walk. With 
5.0 branding a game decidedly average, scoring up to 7.4 means 
you might want to try it if you're into that sort of thing. 


2.5 > 4.9 

If your granny gets you a game with a score like this, it’s probably 
because she doesn't know any better or you just didn't tell her 
what you actually wanted. It's all your own fault really. 


0.0 > 2.4 

It's a sad fact that we have to review games this far down the scale 
but it's for your own good. Otherwise, you might actually go out 
and buy one of them. Shame on you! 
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■ 20 GLOBETROTTING MISSIONS 


■ MULTIPLE SOLUTIONS TO LEVELS 


■ LOADS OF WEAPONS 


■ BUDAPEST SYMPHONY ORCHESTRA 




So much for the softly-softly 
approach then 


47 lurks around the church 
grounds in a shifty manner 
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PUBLISHER: EIDOS 


PLAYERS: 1 


59 BLOCKS 
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Following delay after 
delay, Eidos' killing 
simulator arrives at last 


Pfiiwic irvi m your number ' s up! The 
Lulvlt IIM m problem with shady pasts is 

they tend to catch up with you sooner or later. 
The enigmatic baldy contract killer codenamed 
Number 47 in the original Hitman has hung up 
his gunbelt in favour of the quiet life. He now 
lives on the grounds of a church in deepest rural 
Sicily, eking out a living doing odd-jobs and a 
spot of gardening for the local padre. All's rosy 
until a couple of heavies turn up on the doorstep 
one day, biff the Reverend upside the head and 
kidnap him in order to blackmail Number 47 into 
coming back to work. Just like all those Eighties 
action sequels, this time it's personal. 

The GC conversion of Hitman 2 has been a 
long time coming. Out on PlayStation2 and Xbox 
way back last October, Eidos have been 
promising the GameCube version for months, 
but it just kept slipping. This often portends to a 
likely canning, but interest in the title has 


remained surprisingly high in spite of the 
repeated false dawns, and now at last our 
patience has been rewarded. Sort of. 

If you were hoping for a sleekly updated 
conversion with spruced up graphics you 
might want to dampen your feverish excitement 
for a minute, because this is as straight a port 
as you're likely to see. Whatever Eidos were 
doing over the last six to eight months, it 
certainly wasn't improving the package. The 
whys and the why nots are unlikely to be 
answered in any satisfactory way by the only 
people who really know (i.e. Eidos), but we'll try 
to put such things aside for now. Anyway, the GC 
isn't short of Xbox and PS2 ports. Sad though it 
is, we're becoming increasingly acclimatised to 
games that utterly fail to take advantage of the 
GameCube's capabilities. You can argue that a 
great game is a great game even if it looks a 
little rough round the edges, which is fair 
enough. Unfortunately, Hitman 2 isn't a great 
game. It really wants to be, and you get the 
feeling that it should be. Playing a hitman is a 
cool idea and each level offers multiple 
possible solutions. 

For example, level one requires you to 


"WHATEVER E DOS WERE DOING OVER THE 
LAST SIX TO E GHT MONTHS. T CERTAINLY 
WASN'T IMPROVING THE PACKAGE" 
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infiltrate the heavily guarded mansion of a Mafia 
Don, bump him off and escape. Studying the 
mansion reveals a number of possible means 
^ to gain entry. Visitors arrive periodically at 
the main gates with gifts for the Don but 
% they're searched for weapons before being 

■ granted entry. Round the back there are 

■ groceries being delivered and you can 
I stash your guns in one of the crates 

M before entering as a guest then collecting 
t your weapons from the crate, which will 
m by now have been delivered to the kitchen. 
f Alternatively, you can cosh the delivery guy, 
nick his uniform and sneak in via the 









tradesman's entrance (missus). If that's 
not your style you could always take out 
one of the security guys patrolling 
outside, switch clothes and try to pass 
yourself off as part of the hired muscle. 
Once inside the walls, if you take time to 
search the garage you'll come across a 
sniper rifle that enables you to take out 
the Don at range. The other option is to 
go in blasting and rely on your reflexes 
and trigger finger to get you through. The 
problem is that, even with all the best 
stealthy intentions in the world, you end 
up tackling most of the levels in the 
same way — blasting your way in and 
out. Although it has pretensions of being 
sneaky and strategic, the simple fact is 
that shooting everything works more 
often than not. It's a shame things 
weren't balanced a little better in this 
respect. There are nice touches. For 
example, you can't conceal larger 
weapons like rifles and machine guns 
under your coat. However, it's rather 
annoying that you can't carry something 
like a garrotte wire in your hand without 
alerting passing baddies. 

Given the massive delay of the 
GameCube version we'd hoped for a 
suitably polished graphical experience. 
Disappointingly, if predictably, this hasn't 
materialised. It's mostly basic and 
occasionally glitchy - some of the 


outdoor sections in particular look very 
rough with stretched textures giving an 
uncomfortable low-end PC feel to things. 
Slow-down is also very apparent and 
things really chug from time to time. 

Probably the main groan of all, 
however, concerns the clumsiness of the 
controls. No game should make you feel 
like you're battling the pad as well as the 
on-screen bad guys, but frequently Hitman 
has you struggling to react or pull off a 
move that should be second nature. For 
instance, to garrotte someone you need to 
sneak up behind them. If they see you 
with the garrotte wire in your hands they'll 
instantly leg it and since the creep is too 
slow to catch a moving target you can only 
garrotte stationary characters. Such is the 
awkwardness of the system that, as 
happens so often in the game, you 
abandon notions of subtlety and break out 
the firepower in frustration as much 
anything else. You see, you really find 
yourself wanting to play the game in the 
spirit in which it's intended. It does, 
however, add plenty of replay value and 
you'll inevitably go back to look for 
different ways to tackle each mission after 
you've been through them once. 

If you're feeling a bit hardcore you can 
take on the higher skill levels where 
more strategic thought is certainly called 
for. No longer do bad guys appear on 


TOOLS OF THE TRADE 



As you progress through the missions you'll 
begin to build up quite an arsenal back at 
your Sicilian hideaway. Any weapons you're 
carrying when a mission is successfully 
completed are automatically transferred to a 
secure building in the church grounds and 
you can select from here which weapons 
you want to take along at the start of the 
next mission. Sniper rifles, assault weapons, 
shotguns, a variety of sidearms, a crossbow, 
not to mention a whole bunch of nasty 
melee weapons can be yours so it's worth 
hunting around each level. You never know 
where a nifty bit of kit might be hiding. 



"YOU'LL INEVITABLY GO BACK TO 
LOOK FOR DIFFERENT WAYS TO 
TACKLE EACH MISSION AFTER YOU'VE 
BEEN THROUGH THEM ONCE" 


III 


HOW TO IGNORE FRIENDS AND AVOID PEOPLE 



Although in practice it's often 
more trouble than it's worth, in 
theory at least Hitman 2 
encourages cunning and 
stealthy play. It's far better and 
safer (again, in theory) to evade 
your adversaries cleverly than 
take them on in a gunfight, and 
47 has various tricks up his 
sleeve to achieve just this. 

Silent weapons such as the 
Fibre Wire can be used to 
dispose of enemies without 
waking up the entire 
neighbourhood. He can trade 
clothes with whoever he bumps 


off and wearing the right 
threads can make life much 
easier. Don't push your luck 
though. A suspicion meter at 
the top of the screen will start 
to pulsate if you spend too long 
in the immediate vicinity of any 
bad guys. Disguise or not, they 
will recognise you eventually. 
Careful when stealing clothes 
though. Discovering a naked 
dead body will alert even the 
dimmest of henchman, so be 
sure to stash the corpse 
somewhere out of sight to 
avoid premature detection. 









chap 1 I'm about 
to autograph my 
^ gusset! a 


FINAL SCORE 


ALTERNATIVE 


The much-praised 
stealth-'em-up is let 
down by its linearity, 
but what it does, it 
does very well 

SPLINTER CEU. 


the scalable map so the only way to 
pinpoint the enemy is to sneak around, 
peer through keyholes and that sort of 
thing. The funny thing is that the more 
you analyse Hitman 2, the more you 
want to give it a second chance, to really 
try and squeeze the most out of it, which 
is obviously a good thing, and it is 
addictive enough in its way. But no 
amount of talking round in circles can 
disguise its obvious faults. 

There's enough to Hitman 2 to justify 
buying it if the idea appeals to you. The 
pace can be a little slow at times but a 
limited number of saves are permitted 
each level which keeps things moving. Its 
heart's in the right place, but given the 
amount of time that's elapsed since the 
other versions it's ridiculous that no 
attempt has been made to tighten up the 
control system. Had this been the case it 
would have been easier to stomach the 
ported look. Seeing dead bodies falling 
and melting into furniture and fittings is 


not acceptable in this day and age. Real¬ 
time 3D technology has been the 
mainstay of the games business for seven 
years now and clipping issues should be 
a thing of the past. 

Ah well, maybe we shouldn't moan 
too much. Hitman 2 offers something a 
little different - it's full of neat ideas and 
wrapped in an appealing package. As 
with GTA, there's a certain compulsion in 
playing the anti-hero, although 47 
displays a far deeper sense of morality 
than Tommy Vercetti. It's just that he can 
turn it off when the situation demands... 
but enough with the psycho analysis 
already. We wouldn't want to come over 
all Raj Persaud (oo-er). Hitman 2 could 
have been a great game, but it isn't The 
GameCube conversion should have 
ironed out a lot of the flaws, but it 
doesn't. For all that though, it's pretty 
unique in what it offers and will reward 
those with the patience to stick at it. 

MILES 


Don t shoot me, I m a 
snowman, honest 




Reviewed: Ksue 19 


CUBE Rating: 0.8% 


CLUMSY CONTROL AND 
DODGY GRAPHICS LET IT 
DOWN BADLY 


UI5URL5 

i Slowdown, iffy collisions and some 
rough-looking textures let it down 


flUDID 

The Budapest Symphony Orchestra 
provide the soundtrack. Nuff said 


□ RIGinRUTM 

The unique blend of styles and 
multiple solutions to each level 


© Missions take you all over the 
world, from Italy to Russia... brrr 


GHmEPLFW 

It often feels like you're battling the 
pad as well as the enemy 


2ND OPINION 


KILLER! "Intelligent and exciting 
espionage action which instantly 
grips you. Hitman 2 is the sort of 
gritty adult adventure that the 
GameCube needs more of" 

KENDALL 


O L_iFE5Pnn 

Plenty of scope for replaying levels 
with different solutions to discover 


BOWEL TROUBLE: 47 in creep' mode bares an 
uncanny resemblance to Miles on his way to the 
khazi the day after curry night! 


ACCEPT THE UNACCEPTABLE 

NOTICED HOW CERTAIN FLAWS ARE BECOMING NORMAL? 


Is it down to pure bloody laziness that certain 
problems seem to have grown so endemic in 
games that they're now accepted as the norm? A 
specific example in Hitman 2 is the fact that every 
door in the game swings both ways. Ignoring for 
the time-being any schoolboy sniggering at the 
obvious euphemism, is it possible that still no-one 
has come up with an Al routine that will allow 
NPCs to deal with inward opening doors? It's not a 
massive point, but it's the details that prevent the 
complete suspension of belief and until such things 
are sorted out games will never be all-consuming. 




SHOTGUN 
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| PROFESSIONAL COMMENTARY 


Only seven 
countries have ever 
won the World 
Cup, /know... 




Frustration may lead to you randomly 
punching out too. We know we did 


consoles you inevitably 
end up with overcrowded 
genres. Sometimes, games are released 
that baffle us as to what particular market 
niche they are supposed to be filling. And 
as we search for this gap, this 'obvious' 
cavity, we begin to realise that the futility 
of the search - the game has no place. It's 
offering things that are indeed new and 
have not been done or seen before, but 
these are merely unwanted gimmicks that 
only serve to reinforce our initial doubts. 
The game fits comfortably nowhere, it's 
just there. 

So the question we ask here is can 
there be any room for ISS3 in a football 
genre already playing host to the oddball 
take on football that is Red Card and two 
giants such as FIFA and the incomparable 
Winning Eleven 6? The quick answer is no, 
there can't. Don't take us the wrong way, 
we enjoy a giant killing as much as the 
next man, but in this case the underdog 
really lacks the personality or even base 
intrigue for us to truly get behind it 

ISS3 is classified by Konami as a 
"stable-mate" to the highly acclaimed Pro 
Evolution series (exclusive to Sony in 
Europe), but leaning towards a more 
arcade-orientated nature. Fine, but trust us 
when we say, stick this head-to-head with 
the daddy of arcade kickabouts, FIFA, and 


there can only be one clear winner. FIFA's 
presentation is better, it's got a more 
comprehensive licence behind it and, 
crucially, it's a wholly more impressive 
and exciting take on the beautiful game. 
FIFA then, is the David Beckham of 
console football. 

Then there's Winning Eleven - a game 
lacking sweet spots and tailored to the 
football connoisseur, where the more 
considered and tactical approach 
eventually pays dividends and where 
you can truly pay homage to the 
beautiful game. Winning Eleven is the 
complete player. Winning Eleven is 
Zinedine Zidane. 

ISS3, on the other hand, seems averse 
to playing fast, flowing football and 
certainly lacks the intelligence to build a 
cultured passing move. Rarely does it feel 
intuitive on the break, rarely will attacks 
feel different and even more rarely will it 
generate the kind of passion that both 
previously mentioned games can deliver 
time after time after time. 

You can strive to get a player to 
intercept a short cross-field pass only to 
find the ball defying physics and sliding 
right through his torso; players' on-screen 
personas fail to properly reflect their real- 
life style (after the World Cup defeat of 
Germany Ronaldo has a God-given right 





















ELEUEn mDRE THFin PUR flEHT PRMEHEDUE! 


r ANIMATED ANORAK: Get one of your players sent 
off (which isn't difficult) and the game will cut to 
your manager having a bit of a benny. 




COME CLOSER CHILDREN 


WE QAIM SEE YOU MUCH BETTER NOW... 

Another gimmick which KCEO have added (and one which sadly amounts to nothing 
more than that) is the ability to zoom in on the action at certain points in the game 
and show off your skills up close and personal. Say you have Ronaldinho marching 
down the wing, T will begin to flash above his head as he approaches a player. A 
quick tap of the trigger and the action will zoom up close where you can perform 
tricks and stepovers to try and beat your opponent. It's fun for the first few novelty 
goes, but it really adds very little in terms of overall gameplay. 


to change direction quicker than a ferry, 
but not here); and the controls simply 
aren't sharp enough. The fact that the 
buttons are set up identically to 
Winning Eleven 6 just rubs more salt into 
the wound. 

On paper it may seem a good idea for 
Konami to try and wrap up the footy 
genre by have a slick arcade title to 
complement the amazing work done at 
KCET (Tokyo), but it isn't to be. From the 
limp opening sequence (there's no 
Queen's We Will Rock You to precede the 
action here) to your first sojourn on the 
pitch, the game fails to inspire. 

Yes, it has the real-name licences that 
some gamers so obviously crave. Yes, it 
has some innovative play modes that the 
developers should be given credit for. 
And yes, its accessibility would initially 
appear more user-friendly than that of 
WE. But all this counts for diddly when 
the match engine dishonours the 
franchise's colourful history on the 
PSone and appears almost cumbersome 
in comparison to the competition. 

The underlying point to all this is 
simple: you just don't need this game in 
the current marketplace. Sorry 
Konami, ISS3 is the David Batty of 
videogame football. 

STU 


Pre-match animations build up a level of 
excitement that the game itself just can't match 


MISSION TO 
THE STARS 


POINTS DO INDEED 
MAKE PRIZES _ 

Konami Osaka have been kind enough in 
this third edition to include a rather clever 
Mission mode. The poor physics of the 
match engine itself make the whole thing 
kind of irrelevant, but we like the concept 
nevertheless. You take on various 
challenges which could be anything from 
beating a world-class side with two players 
down to having to score in a particular 
manner - from a cross, for instance. You 
then earn points which can be used to 
unlock new moves, including Rene 
Higuita's celebrated Scorpion Kick. Some of 
this sort of stuff would be nice in the next 
Winning Eleven, eh, Konami? 



, KONAMI, 
DAVID 



THIS 15 miD-TRBLE fTlEDIOCRITV RT BEST 


You'll be asked to overcome the odds 
against teams with daft monikers 
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CUBE Rating: 9.2 
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mediocre, bland experiences that 
are about as inspired as this very 
introduction. Every gamer has been 
suckered into the hype and bought 
one, and ultimately been burned. 
You'd think that things would get better, 
but the likes of Spider-Man still plague 
modern-day consoles. With The Hulk 
growling his way onto cinema screens 
this summer it was only a matter of 
time before we got our hands on game 
code, and now here it is. 

If you've seen our previews then 
you'll know that the developers have 
aimed to retain the comic-book roots of 
the licence using very cool-looking cel- 
shaded graphics. They look very smart, if 
a little simple.The story isn't just a cheap 
rip-off of the film like so many others, but 
instead a whole 


different tale employing well- 
established characters. 

The most important ingredient for any 
game is the control system, and 
thankfully The Hulk's isn't half bad. You 
have the obvious punchAick buttons to 
dish out the damage, as well as having 
the ability to pick things up (and this is 
the good bit) which can then be used to 
either throw at an opponent or as a club 
of sorts. You can do this with loads of 
different things, from cars to steel girders, 
and if you pick up a creature such as a 
human then you can beat them as you 
hold them, or chuck them around like a 
rag-doll. As the Hulk, you can also charge 
your moves up to deliver more power - 
even when at the apex of a jump where 
you pause in the air as it happens. On 
landing there's a very pleasing effect on 
the environment as the floor under the 
Hulk's feet cracks and warps. In fact, this 
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Don't try that 
"Ooh look 
behind you, a 
strange disc-like 
vortex seems to 
have appeared" 
routine on me 
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It's not fair. You never let me 
do anything. I hate you! 



HULK 













SEEING RED: Collect the red power-ups to fill your 
anger bar and you enter Rage mode where your hits 
cause more damage and you can take more of a beating. 


THE HULH 


dynamic environment is constant 
throughout the entire game - one minute 
you're smashing through walls with your 
bare hands, the next you're ripping 
concrete poles out of the ground in order 
to throw at sentinel automatic guns. This 
serves not only to create very basic 
stratagems, but also allows you to sink 
into the world of Pie Hulk to good effect. 

The camera for the most part is 
excellent, only occasionally blocking an 
important view and hindering your 
progress. At least, when playing as the 
Hulk. As Bruce Banner the camera is 
fixed and although it's usually in an 
intuitive position its not unusual to 
become frustrated as you run off the 
screen into the flailing arms of a guard. 
Likewise, the sound fluctuates between 
good and so-so. The voice acting is 
always a treat to hear, though. 

However, Pie Hulk isn't all peaches 
and cream. Like many games in this 
genre it suffers from repetition. Kicking 
soldiers about may be fun for the first few 


levels, but there just isn't enough in there 
to keep things interesting. While some 
boss encounters do challenge you a little 
and require a different approach, they're 
far too rare to lift the overall experience. 

The other problem is that it's all too 
easy. Once you've got Hulk's attacks under 
control it's simply a case of running in and 
killing everything - most problems can be 
sorted out with a huge punch. What's 
more, if you sit down with the game it'll 
be over by teatime, although there is a 
third game mode - the second being a 
Challenge mode - which you can only 
access by inputting a password given out 
in the film. Unfortunately, at the time of 
writing the film is still a few weeks away 
so we can't try it out. Its not that Pie Hulk 
does anything especially wrong, it's what it 
doesn't do. Given the subject matter, you 
can't knock the developer for that Still, the 
the game is much like the Hulk himself — 
bludgeoning, loud, unthinking and, very 
occasionally, as soft as muck. 

GARY 




I’M, SNEAKING AROUND... 


CAUTIOUSLY DOES IT 


It's not all smash, smash, smash in this game. There are several stages where you play as the 
Hulk's alter ego Bruce Banner. Being a man of science he's not much of a match for the 
numerous soldiers who patrol the labs inevitably he has to infiltrate stealthily. This is 
where the game takes a few hints from the likes of Metal Gear Solid and you find yourself 
hiding behind boxes waiting for the right moment to make a dash for an air duct or frantically 
dragging crates across the floor in order to clamber onto a rooftop. The analogue control is 
useful in these stages too, due to the sleeping dogs that regularly appear in outside areas. Step 
quietly and you'll be okay... 

Fortunately these stages are quite short, so as to not get annoying, and the slower gameplay 
breaks up the action a little. They also feature simple little puzzles that serve as door locks which 
while not all that taxing, are a fair enough distraction to keep you entertained. 
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Yet more brown action 


Motorcycle games rarely fire the imagination, 
and this doesn't buck the trend 
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PUCUSHE! ACCLAIM 


CLIMAX STUDIOS 



There's nothing 
'super' about it.. 


ehee iV 


say for sure whether 
or not anyone 
bothered to actually playtest SX 
Superstar, because from what we've 
played, it appears no-one did! Either 
that or Climax Studios has created its 
scrambler title for a race of super- 
intelligent alien beings. Even then, those 
alien beings have been exposed to far 
too many other average scrambler 
games in the past year to give a damn 
about yet another one. 

Yup, it's pretty safe to say that we 
don't rate SX, and here are the reasons 
why. For starters, it comes at a bad time. 
There are too many of these games on 
the shelf already, and SX doesn't do 
anything to make it stand out. Pick a 
character, pick a bike, start a 
championship, earn some money... wait 
for it... and eventually, lo and behold, 
you can buy a new bike! Marvellous. 

Now let's pretend for a second that 
you've never played one of these games 


before. You pick up the pad and go 
straight to the controller configuration 
screen to figure out what the buttons 
do... only, there isn't one. Hmm, that's a 
bit lax - they must've put a Training 
mode in there instead. Oh, there isn't 
one of those either. So, you go straight 
into Arcade or Championship without 
knowing anything about the Trick 
button, the Slide button or the Preload 
button. Yes, you can always look in the 
manual, but since when did developers 
become so damned lazy? We'd better 
not mention the fact that there's only 
one camera angle... 

Before you even get a chance to 
figure out the controls you'll find 
yourself battling against another 
problem: Where the hell am I going? 

If it's simply a case of following a track, 
you'll be fine, but quite a few courses 
are cross-country affairs. There are so 
many short-cuts and alternative routes 
that you'll soon become completely 
disorientated. There's a green arrow at 
the top of the screen that's supposed to 
tell you where you're going, but to be 
honest the arrow is about as helpful as 
a sloth in a 4x100m relay. You end up 


going round and round in a variation of 
circles without ever completing one lap, 
and will eventually quit the race through 
blood-vessel-bursting frustration. 

There is an acceptable game 
underneath it all, but £40 and a whole 
load of lost patience is too high a price 
to pay for a few mediocre tracks. 

CHANDRA 


LAPI / 
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IJI5UHLE 

Nice in places, but obviously a 
PlayStation 2 port 

RUDID 

Licensed but quite obviously 
generic 'extreme' tunes 

ERmEPLRM 

Not too bad once you know 
where you're going 

LIFE5PRn 

You'll get frustrated with it far too 
often to carry on until the end 

□ RIEinRLITV 

Some nice touches, but they don't 
save the game 


FINAL SCORE 



AVERAGE RACER/TRICKSTER 
THAT LACKS FUNDAMENTAL 
GAMEPLAY ELEMENTS 
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FI CAREER CHALLENGE 


PUBLISHER: EA SPORTS 
IN-HOUSE 

£39.99 

US 

PLAYERS: 1 


Life in the fast lane 

FI 



Chicks, cars... is this the world's best job? 


years as an avid FI 
ran, my personal 
interest in the sport petered out about 
three years ago when it became farcically 
one-sided with almost zero on-track 
entertainment. Michael Schumacher won, 
and the rest of the placings were decided 
by pitstop strategy. This year the 
implementation of various new rules 
seems to have created a sense of 
competition once more. It's ironic then 
that FI Career Challenge focuses on the 
sport's wilderness years. But let's not get 
ahead of ourselves. Big up EA for giving us 
something new and a little different to the 
yearly stat update. As the title subtly hints, 
Career Challenge focuses on you, the 
player, as an individual aiming to climb to 
the top of the FI tree rather than just 
presenting you with a straight FI season 
and no goals beyond that. 

Complete Training mode to earn your 
racing Super Licence and you'll be offered 
contracts by a couple of the lowlier FI 
teams. Choose which you prefer and go 
into a season but and here's the clever 
bit, well-placed finishes and on-track 
performance add to your reputation. If 
you do well enough you'll find the big 
boys come knocking on your door. It's a 
great idea and something that's been 


sorely missing from FI games in the 
past. Unfortunately, you only get three 
seasons. The game starts in 1999 and 
ends in 2002, which isn't quite the 'career' 
one might have hoped for. Great drivers 
are around for years and this is a big shot 
in the foot for such a potentially cool 
mode. It also means you don't get the 
2003 season and consequently none of 
the new rules or the latest driver line-ups. 

The racing itself is tough and will only 
appeal to simulation and FI fans. The cars 
can be very twitchy and you really need to 
know each track inside out before you can 
hope to put any decent times on the 
board. However, in a first for the series 
there's a nod to more arcadey games with 
loads of fun things to unlock. Whenever 
you put in a good sector time, flawless lap 
or take a perfect corner you're awarded 
points which can be cashed in at the end 
of the race. These can buy you anything 
from snazzy new helmet designs to more 
powerful engines to sexy pitlane floozies. 
Whatever floats your boat. 

FI fans will love the Career mode, but 
with just three seasons the game doesn't 
make the most of it. Still, a rock solid 
simulation of the sport if you like your 
racing on the anal side. 

MILES 
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UI5URL_5 

All looks solid and funky, if you like 
to see tarmac and cars 

HUDID 

The usual whiny engines but a lack 
of radio-chatter 

ERmEFLRV 

Fiddly and tough to get to grips 
with at first 

LiFEEPnn 

Plenty of challenge but could have 
done with a longer Career mode 

□ RIEinRLITH 

The unique selling point is the 
Career challenge, but it's too short 



DOES SO MUCH RIGHT THAT IT 
MAKES THE SHORTCOMINGS 
HARDER TO STOMACH 









RED FRCTIDn II 
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Va va 
Voom 




PLAYERS: 1-A 


PICTURTS 
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rally 


has 


Every 


game 


right? 


have 


Scooby 


doo 


nFORmRT uM 


RALLY 


PUBUSHER: ATARI 

EDEN SOFTWARE 


The graphics are okay but Gran 
Turismo is sniggering at the back 


Better start those engines. 


racing games come in 
two different flavours. 
The first option — the sweet one — is 
initially the tastier, more self-indulgent 
one, immediately gratifying but will of 
course ruin your dinner. But then there's 
the savoury option, which always leaves 
a subtler aftertaste, much appreciated 
over time. Obviously, when the subject 
is racing games then this vague, unruly 
metaphor could only refer to two things 
- arcade racers and simulations, and if 
you have any history with Sony's 
PlayStation then you may be surprised 
that l /-Rally 3 sits firmly wedged in the 
latter camp. Yes, although the first 
games in the series had all the 
trimmings of simulation, but instead 
offered slidey-fun arcade handling, 
l /-Rally 3 has ditched all of this and 
attempted to offer something that 
makes up for its stripped-down set of 
features by giving the player the 


opportunity to really delve into the 
handling of the cars. 

For a series that has a reputation for 
providing ample reward for those willing 
to spend ungodly amount of hours at the 
game, I /-Rally 3 seems to be somewhat 
lacking. There are only three modes to 
play - V-Rally mode, (which is the career 
option - race through all of the countries 
and sign team contracts), Challenge 
(three courses with a time limit in which 
to complete them) and Time Attack 
(obvious). That's it The much loved 
Create A Track mode is nowhere to be 
found, which is disappointing to say the 
least considering how many people loved 
it We thought it would be a warm day in 
Torquay before that happened. 

But never mind, the most important 
feature of a driving game is how the car 
handles - and when tarmac is the 
driving surface that features least in the 
game this point becomes even more 


relevant. At first, the game seems 
resolute in punishment Your car will 
both under-steer and over-steer 
(depending on what you don't want it 
to do at that particular time) and it's all 
too easy to touch the handbrake a little 
too much and end up skidding out of 
control and go careering into a 
conveniently placed tree. But as you 
begin to use your brakes a little more 
wisely and get a feel for your car, and as 
you learn the layout of the courses, 
you'll find yourself taking the comers 
with mathematical precision and 
accelerating out with style. For those 
who are in for the long haul, V-Rally 3 is 
immensely satisfying. 

When it comes to audio-visual 
pleasure the word 'heterogeneous' is 
the first one that springs to mind (as it 
often is). The courses do a good job of 
making you believe that there is life 
outside of the track (more than one 
person remarked on the open spaces 
on either side of the racing line) and 
there are several instances when you'll 


FRANCE 


I FEATURES REAL-TIME CAR DAMAGE 


RACE THROUGH TOUGH SEASONS 


RACE YOUR FAVOURITE VEHICLES 


GAIN CONTRACTS 
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TURN UP THE ICE: Weather plays an important part, 
particularly on the snow courses. It's very easy to get 
disorientated and start driving in the wrong direction. 



£1 



CLOSE VIEW 


WRECKED 


J° U lUe^ 0 cMou« 




Cars with high 
suspension are 
like old men with 
their socks pulled 
up. so Chandra 
says, anyway 


@ No 1 - that'll be 
CUBE'S car 
then! Really 
though, we re a 
bit fed up of 555s. 
How about a 
souped-up tractor 
or something? 



GAME OF CHAMPIONS 

For rally-heads, there is nothing better than V-Rally mode. In this you have to travel 
the world winning races and in turn sign contract deals to get better cars. Eventually 
you can ditch the FWD go-karts and get hold of some 4WD monsters such as the 
Subaru Impreza and Mitsubishi Lancer Evo VII. Of course, because these cars are 
faster and able to accelerate far more rapidly, the tracks you thought you knew so 
well before change into things far more demanding as you start braking much later 
into corners than you would otherwise. 

The best thing about V-Rally mode though is that car damage actually means 
something. Destroy the suspension and you'll have no control around the corners. 
Puncture a tyre and you'll track in that direction the whole time, as well as lose 
acceleration, top speed and control. There will be instances where you can't get 
above fourth gear, thus compromising yourself on the straights, and others where 
your whole chassis goes for a tumble down some cliffs, in turn making your car less 
able to take random dings into rocks. To make things worse, you can only repair 
your car between every two races, and even then you've got a time limit, so getting 
every element of the car ship-shape is not an option. 



think "Oh, that looks like that rustic spot 
where I sat down for a sandwich" to 
yourself. But - and you knew it was 
coming - the technical quality of the 
graphics isn't too hot (is that a PS2 
underneath your TV or shall we just port 
it?). The textures and, less importantly, 
the polygon count makes things look 
awfully clunky. Sonically the game is 
rather impressive during the menu 
screens with some endearingly 
inoffensive euro-pop-lite chattering away 
in the background, but there is a notable 
absence of anything during the actual 
racing - aside from a co-driver who will 
frequently swear at you (charmingly 
complete with Auntie's Bloomers 
'bleeping') and mispronounce words to 
make them sound ruder than they 


actually are. 

Sure, there are technically sexier looking 
games out there, but when it comes to 
the crunch, we'd rather sit down at a table 
opposite Louis Theroux than someone like 
Val Kilmer. 

Lately the GameCube seems to be 
receiving an influx of racing games so 
it's up to each one to try to carve out a 
reputation for doing something different 
or extremely well - ideally both. V-Rally 
3 offers car damage, depth in the car 
handling and tough, satisfying 
gameplay. If you fancy something a little 
less flash but far more refined, then you 
won't go wrong with V-Rally 3. Just 
don't go in expecting to powerslide 
your very first corner. It won't happen. 

GARY 


“THE COURSES DO A GOOD 
JOB OF MAKING YOU BELIEVE 
THAT THERE IS LIFE OUTSIDE 
OF THE TRACK” 
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Distinctly average by 
all accounts, this 
throws up no 
surprises and 
becomes tiresome. 
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Reviewed. Issue 13 


V-RALLY 3 IS A FINE GAME AND 
VERY REWARDING — BUT ONLY 
FOR A CERTAIN CROWD 
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CUBE Rating: 5.9 
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TOP ANGLER 


PUBLISHER: HICAT INTERACTIVE 
SIMS CO 
£39.99 


Slippery 
when wet, 
smelly 
when dry 


DID HDU HnDIU: VDU CRfl DISTRESS TRDUT BH STlllEinE THEIR LIF5 


You all know me, know 
what I do for a living 


PLAYERS: 1 


2 BLOCKS 


is ./ tS ^ I 


OUT NOW TBA OUT NOW 





you're gonna need a 
bigger boat. Probably. 


Fish on! Nope, 
hook off... 




the greatest thing about 
living in modern times is 
that our consoles have access to more 
graphical power than ever before. Yes, 
you can forget low child mortality rates 
and 'two nights for one' at Blockbuster 
because Great Graphics are here. Well, 
they should be. Unfortunately, this 
woeful bit of roe is defiantly a bit cloudy 
in the eye and browning around the gill. 

Top Angler has many problems that 
could be discussed in many articulate 
ways. But no, its main one is that it just 
doesn't look like a modern fishing game. 
Colours are muted, fish animation stilted 
and the water effect just makes you glad 
to live in the real world where the liquid 
doesn't look as if it means harm to you 
and your loved ones. 


Not only is it ugly, it's plain 
emotionless. You move around the lakes 
(which should look gorgeous) with all 
the connection of a robot. No swishing 
your boat around while waves break 
against shore - no, just a bloke in a 
grubby raincoat zipping around as if he 
were pushed by an unseen force and 
couldn't care less. 

The feel of being in the open air, 
the thrill of the hunt and the 
embarrassingly high rush of adrenalin 
as you land a virtual denizen of the 
deep, these are just three of the 
incredibly necessary elements missing 
from this grubby piece of flotsam. 
Causing innocent fish immense pain 
should be a deeply gratifying experience. 
What we have here is a lo-fi attempt at 
the sport which will make you yearn for 
a more satisfying experience. Like 
pulling the wings off flies using 
chopsticks, for example. 

WILL 


Norman Bates as 
bait could you 
hope to catch 
such a grotty old 
house 


© Til find him for 
three, but I'll 
catch him and 
kill him for ten" 
Ok, we watched 
Jaws last night! 



i I5ITT THE FIEHinE GRmE VDU’RE LDDHIflG FDR 


UI5URL5 

Looks like something the 
Dreamcast would have laughed at 

RUDID 

The thwip of line, the splash of 
salmon, and no nu-metal soundtrack 

GRFTIEPLRP 

Slightly preferable to gazing at your 
feet while shaking a finger 

UFE5PRn 

If it rains for 40 days and nights, 
expect to play for five 

□ RIGinRUTP 

"Originality” and "fishing" mix like 
“oil and "water” 


FINAL SCORE 



KILLING FISH IS A BEAUTIFUL 
PASTIME THAT DESERVES 
BETTER THAN THIS BASS TURD. 

















WITH BEE5. 


Man Of Steel 



©inFaRmRTian 


Not so much Superman as Reallyquiteaverageman 


SUPERMAN 

SHADOW OF APOKOUPS 


has everything - cool 
cartoon graphics, laser 


vision, fisticuffs and who hasn't dreamed 
of being able to fly high above the city? So 
why haven't we fallen for its undeniable 
cartoon charms? 

It comes to something when you can 
say, hand on heart, that you would far 
rather watch the cut-scenes in a game 
than actually play the game itself, but 
that is very much the case with 
Superman: Shadow Of Apokolips. It's a 
good job then, that Apokolips has more 
than 40 minutes of brilliantly animated 
cut-scenes to play out the Saturday 
morning TV plot, all featuring the voices 
of the original actors from the TV series. 
As Superman (and Clark Kent - more of 
that later), you have to battle an army of 
robots to save the world from Lex Luthor 
(who else?) and supervillians like Metallo 
through 15 levels. 

It's a Superman game, so there's lots of 
flying, natch, but - here's the 21st century 
twist - you also get to sneak about as 
Clark Kent and infiltrate the Lexlabs by 
means of that videogame vogue - stealth. 

There's a good range of moves on offer, 
from X-ray vision to ground pounds, but 
you really expect more walking speeds 
than just 'walk' and 'run' - where's the tip¬ 


toeing or jogging that your friend and 
mine, Mario, has been doing for years? 
More frustrating^, there's a clunky switch 
between low and high speed flight 
Push forward on the left stick to fly 
forwards slowly, or use the right shoulder 
button to fly more quickly - the trouble is 
that you will want to move from one 
speed to the other on the go and as you 
use the trigger, you'll find that pushing 
forwards on the stick will send you 
plummeting towards the ground. 

This game also has a few of my pet 
hates in the third-person action/ 
adventure genre, like continuing to run 
when you've hit a brick wall, open doors 
that you just can't walk through and 
glitchy animation as the Man of Steel has 
an epileptic fit because you've managed 
to fit a pint in a half-pint glass and ended 
up somewhere the developers weren't 
expecting. BUT. And this is a big but - by 
far the biggest crime is the invisible wall. 

You know: the ones that stop you 
going somewhere for no logical reason 
other than you just can't. Alright?' Well, 
no, it isn't alright, actually. Especially when 
you're swooping across the streets of 
Metropolis and end up like the superhero 
equivalent of a pigeon that can't see 
double glazing. Splat! For no reason. 


The atmosphere is superb, the 
animation is excellent and the plot is 
much better than your average game 
fodder, but actually playing the game 
takes a grim kind of determination to 
reach the next cut-scene and the chance 
to sit back and actually enjoy a little time 
in the great man's company. Superman: 
Shadow Of Apokolips! Shadow of 
Acrockofsh*t more like! 

STEVE 


*5 
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UI5URLS 

Really, really nice in a cartoon 
series kind of way. 

RUDID 

Stirring synth-orcbestrals and 
excellent character acting. 

EnmEPLRV 

Slightly clunky, but it does get in 
the way of the movies nicely. 

LiFESPnn 

Not bad, but we reckon you'll lose 
interest before the end. 

□RiEinnuTv 

None at all. Cartoon action with a 
dash of Metal Gear Solid. 


FINAL SCORE 



DESPITE THE POLISHED 
PRESENTATION, THIS IS A DEEPLY 
AVERAGE GAME. 















SHUT UP! 
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IUHIE CRUSH HOUR 


Time to lay the 
rubber down... 
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WWE 


CRUSH 


HOUR 


The Rock's car has a huge 
pair of bull horns. Nice 
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PUBLISHER: THU 


JAKKS PACIFIC 


2 BLOCKS 
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FINISHING WEAPONS 


FRANTIC CRASH *N' BASH ACTION 
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1 32 SUPERSTARS TO CHOOSE 

| NO WRESTLING WHATSOEVER 


© Big cars do big damage, but don't 

expect them to win any awards for speed 


WWE 


Wrestlers in cars? It's not the best idea in 
the world, but that doesn't mean it 
doesn't work... kind of. 


it - there's a big 
meeting being held 
in the head office of a big videogame 
publisher, to decide which games to 
commission for release over the coming 
year. Wouldn't you like to be a fly on 
the wall in that meeting? 

We certainly would, if only to see what 
on earth some of the clueless 
executives in those meetings can come 
up with next. A rehashed sequel to a 
game that sold well, despite being crap? 
Or a game based on a licence no-one 
cares about? Or how about a car 
game... with wrestlers in it? Yeah, that'll 
work. Honest. 

Without a doubt, the fact that WWE 
Crush Hour contains as many tenuous 
references to wrestling as it does is 
clearly nothing more than a ruse to 
make more people buy the game than 
perhaps would normally. This in itself is 
probably the most sensible move THQ 


could have made - after all, had the 
game been released sans wrestling as a 
bog-standard crash-'em-up, it would 
have most likely sunk without trace to 
the bottom of the second-hand bin 
within a week. Before you write it off 
completely though (whether it's 
because you hate wrestling, car games 
or perhaps both), there's something you 
ought to know... 

You see, pointlessly tacked-on 
wrestling references aside, Crush Hour 
as a game isn't actually all that bad. 
Sure, so it's not the most riveting game 
in the land and won't have you rooted 
in front of your GameCube for hours at 
a time if you play it on your own, but 
then, that's because it's more of a 
multiplayer game. Games like 
Destruction Derby and Twisted Metal 
have always proved more fun when 
played with friends, and as Crush Hour 
fits perfectly into the same category it 


makes sense that sticking to the single¬ 
player action will soon lead to boredom 
and frustration. The computer seems to 
cheat like hell (by having one person 
score all the kills, while everyone else 
gangs up on you) and the action gets 
kind of samey after a short while - why 
would you play against it when you can 
bring your friends in instead? The only 
complaint there is the fact that Crush 
Hour on the GameCube is a straight 
port of the PS2 version, meaning there's 
only the option to have two people 
playing at once - considering the 
GameCube has four controller ports, it's 
something THQ really should have 
taken advantage of. 

At the end of the day, you've got to 
weigh up the pros and cons. Yes, the 
action is incredibly basic (drive, shoot... 
and that's it), the graphics bland, the 
sound annoying and the wrestling angle 
merely slapped on at the last minute. On 
the plus side though, it's £20 and worth 
a look if you've got mates - it might not 
be the greatest game around, but at 
least Crush Hour does what it sets out to 
do and doesn't pretend otherwise. 

MARTIN 
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FINISH HIM!: Shoot enough people and you'll fill up 
your special bar, allowing you to use your finishing 
weapon and destroy any vehicle with a single shot. 


Flying through the air is a 
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GAME, SET AND MATCH TYPE 

PICK A BATTLE, ANY BATTLE 

As you might expect, Crush Hour has several different kinds of 'matches' for you to 
take part in - a total of 13 in all, each named after a familiar wrestling match style or 
event. Unfortunately, each name bears little resemblance to what you've actually got 
to do in the battle. For instance, there might be a cage in the Cage Match (for the 
first minute or so, anyway) but we're pretty sure that delivering contracts to 
illuminated checkpoints isn't something wrestlers do very often. Even better, 
Lumberjack matches don't usually have wrestlers collecting stars, nor are they often 
held in sawmills... although we can see the Lumberjack connection, however 
tenuous it may be. It's just more proof that aside from the odd WWE reference here 
and there, Crush Hour isn't really about the wrestling - although you've probably 
already guessed that by now. 


\ "A COMPLETE 
CASH-IIM ON 
THE WWE 
NAME, BUT 
THERE'S 
SOMETHING 
•^RESEMBLING A 
GAME IN THERE 
AS WELL” 


H HOUR 


Kane goes for the 
Mad Max model 
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H Select Plave* l Superstar ► m./vnut.h 
a Select R Return 
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© Ooh, nice monster truck - could 
you possibly be any more redneck? 


THE CAR’S 
THE STAR 

SO MANY CARS, 
SO LITTLE TIME... 

If you're thinking about getting 
into Crush Hour so that you can 
take control of your favourite 
WWE superstars, forget it - aside 
from seeing them on the 
Character Select screen, WWE 
Crush Hour might as well not 
have anything to do with 
wrestling whatsoever. Instead, 
you should make your choice 
depending on the abilities of the 
32 different cars on offer - how 
well they handle, how fast they 
can go and, most importantly, 
how much damage they can 
both give and take. Obviously, 
the smaller superstars like Rob 
Van Dam and Jeff Hardy have 
lightweight cars that zip around 
but smash like glass, while 
monsters like The Big Show and 
Kane drive complete behemoths. 
Which one you pick is up to you, 
but it's worth remembering that 
certain vehicles are better during 
certain match styles - planning 
ahead is definitely the way to go. 






WWE CRUSH HOUR 


riDT BRERT, BUT DHH¥ FOR LUHRT IT IS 



but still more fun to 

play and better ^ 

looking, too. WS# 

SMUGGLER’S RUN: WARZONES 

A BAD IDEA ON PAPER. 

BUT AT LEAST IT PLAYS OKAY 

IN PRACTICE. 
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Find out why we're winning awards... 



Issue 7, on sale now. 








SPEED HlflES 
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PLAYERS: 
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BTRTE 
REWARDS RISKY PLAY 


TRICK POINTS MODE 


UNLOCK LOADS OF BIKES 


HIGH-SPEED COMBAT 




Woah dude! 
v!y Sliding under 


Hey! This ain't 
no unicycle 
race /know! 
Does one 
wheel equal 
half the speed? 


trucks in the 
rain is too 
much fun for 
our liking 


Violence, skidding, motorbikes, racing... 
this has got everything you need! 



is a racing game with 
a difference. Winning 
isn't simply a case of out-cornering your 
opponents and getting lucky with 
oncoming traffic - your performance is 
also determined by the amount of boost 
you have at your disposal, which you 
raise by performing hair-raising high¬ 
speed shenanigans like brushing against 
the side of vehicles, doing a handstand on 
your handlebars for 1,000 meters or 
weaving in and out of traffic. You can also 
knock other bikers from their rides by 
kicking and punching. 

Sound familiar? Its quite obvious from 
the moment you start playing that Speed 
Kings is essentially a meld of one of our 
favourite CameCube games Burnout and 
the old 16-bit title Road Rash. Which, of 
course, is no bad thing when you consider 
just how much fun these two games are. 

At first Speed Kings revolves around the 
'meets' - a group of three races set 
around various cities that employ the 
same qualifying mechanic that has been 


so prevalent in almost every other racing 
game ever. The difference here is that 
during the races you are expected to 
perform set tricks that earn you respect 
points which in turn unlock new 
machines for you to race on as well as 
finish in first position. However, things 
aren't as pressured as they sound; you 
can always go back and have another go 
at the tricks after winning the race. Of 
course, this isn't the only mode. You 
have two-player races, 'tag' games, a 
Grand Prix mode and the opportunity to 
earn a licence. (Although, unlike Gran 
Turismo on the PlayStation, this doesn't 
seem to serve much purpose.) 

Not only do you have to worry about 
muscling your bike around tight corners, 
oncoming traffic and flailing-limbed bikers, 
but occasionally you'll also find your route 
blocked by a fallen tree or a giant truck 
trundling across a junction. Luckily, Speed 
Kings has a special move for these 
situations - the Powerdown. As you can 
probably imagine, this involves sliding 






















SOGGY RACING: Different weather conditions mean 
different handling characteristics of your bike. Make 
sure to be careful in the rain and snow! 



Twisting the throttle in that position 
will only disorientate you more! 


LJlNU 




S TH 


BORN TRICKY 

■■■■■■■■■■■■■■■■■■■■■ 

The key to building up your boost meter and steaming ahead of the competition is in 
the tricks you pull and how close you can get to traffic without falling off. Note we 
didn't say hitting it — scraping your body along the side of a bus will earn you big 
points. When it comes to tricks during a race though, you want to be pulling off the 
ones that allow you to retain your speed and handling - handstands, surfing., that 
sort of thing. However, respect points are only earned for completing specified tricks, 
so sometimes you'll have to get far enough into the lead in order to be able to 
execute three donuts (360° skid) or 250-foot rolling endos without falling behind. 


S™ 


LAP 

f/J 


your bike along the rode in a kind of 
prone position for a few seconds in a 
flurry of sparks and dust, thus allowing 
you to pass under high objects. Cleverly, 
this can also be incorporated into combat; 
knocking people off of their bikes from 
behind has never been so much fun! 

Speed Kings is an oddball. It 
successfully incorporates elements from 
past hits into a very enjoyable and 
addictive game and in the process does 
nothing to offend. It's just that... well, it's 
all a little underwhelming. For the most 
part the gameplay is fine - bar one issue 
that shall be mentioned later - but there is 
a definite case of 'seen it all before' when 
playing. Maybe its because the aesthetic 
elements of Speed Kings are pretty 
average (while the bikes and rider models 
look fine, the track and surrounding 
architecture looks a little clunky and there 
is a noticeable lack of detail in even the 
most basic of structures) but when 
dodging heavy traffic in a one-way tunnel 
the last thing you'll be gazing at are bump- 
mapped bricks, so its not a huge issue. It's 
more of Speed Kings failing to do anything 
special that separates it from the crowd 
that's the underlying problem. 


We do have one 

issue with the gameplay though - 
handling is a little too lenient. It's far too 
easy to take hairpin bends on your 
knees and not spin out the back wheel 
and go tumbling. Shunting into traffic at 
high speed or going over the bars after 
landing a jump will be the cause of most 
of your falling off - and while this does 
make for a faster game and tighter 
competition initially, in the long run it 
also means that the bike handling is far 
too shallow for you to get heavily 
involved in and race results end up 
being too reliant on your boosting and 
whether other players were just unlucky 
when it came to traffic. 

Although Speed Kings seems a lot of 
fun at first, it's telling that we've not dug it 
out since. With its fast speeds and risk¬ 
taking gameplay it's recommended to 
anybody who fancies some arcade 
action and are already 'burned-out' on 
Burnout (sorry), and at £29.99 RRP it's a 
decent deal. But if you're after something 
with a little more substance to it, then 
holding on to your cash for the time being 
would be the best idea. 

GARY 


KINGS 
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'Ding!' Just a few more of those 
and a speed boost is ours ^ 


“OCCASIONALLY YOU’LL 
FIND YOUR ROUTE 
BLOCKED BY A FALLEN 
TREE OR A GIANT TRUCK” 


V 



KINGS 


UI5URLS 

A bit chunky, a bit blurry, but they 
do the job well enough. 

RUDID 

The music is a tad cheesy but the 
engine noises are deep and throaty. 

GnmEPLFW 

Simple, dean fun that you don't 
need to practise at to enjoy 

LiFEEPnn 

There are quite a few unlockables, 
lots of modes and fun multiplayer 

□RiEinnuTP 

Could be Road Rash for the next 
generation. Maybe. 


Super-slick and 
polished to an 
astonishing degree, 
Essential for any 
CameCube owner. 

BURNOUT 2 


END OPINION 


SPEED-U-LIKE! "With the 
likes of Burnout 2 on the market, a 
racing game needs some style and 
flair to succeed. Speed Kings isn't 
bad it's just... there." 

MILES 


FINAL SCORE 


SPEED KINGS IS CERTAINLY 
GOOD FUN. BUT A LITTLE TOO 
SHALLOW. 


Reviewed; Issue 19 CUBE Rating: 9.3 















POKEMON BOX 

fRUBY Si 



Pray silence for the first GameCube 
Pokemon game. Well, if you can call it that... 




I W We didn't think for a moment that 

vlx his true CC debut would be so bad.. 


you like but you won't find 
many bigger fans of the 
Pokemon series than us. We've lost 
what must now be months to the 
many titles, already ploughing over a 
hundred hours into both the US and 
Japanese releases of Ruby and 
Sapphire. We even got a buzz from 
adopting our deepest southern drawl 
and conversing with the monsters in 
Hey You, Pikachu! - that's how much 
we love it. Judging by this, you expect 
us to be jumping for joy every time a 
new Poke-game finds its way into the 
office and while this would normally be 
the case, Pokemon Box just doesn't 


cause the kind of mass hysteria it 
probably should among us. Why? 
Because we've 'played' it... 

You see, when we say we've played 
it, we mean we've come as close as 
everyone else who owns it. It's not a 
game - it's a utility. Given that the GBA 
titles already give you ample storage 
for nearly 500 creatures (more than 
most players will ever catch), we're 
struggling to see not only the appeal of 
the 'game' but the point as well. 
Besides transferring your beloved 
trainees onto a memory card where 
they can loiter without purpose, a few 
other options are presented to the 
player - outside reams of statistics and 
moving back and forth, you're left with 
just the option of playing Ruby or 
Sapphire through your television (see 




















































LINK ME UP: One plus side to the package ts that for 
a little extra cash you can get a GC-GBA link cable 
and a memory card with the game. 
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There are 
several 
boards on 
which to 
exhibit your 
creatures, 
but for what 
purpose? 


© These are 
the GBA 
boxes - 
transferring 
monsters to 
your GC is 
a simple 
affair 



BIG SCREEN DEBUT 

WHAT GBA PLAYER? 
Supposedly one of the best points of 
Pokemon Box is that it allows you to play 
your GBA Pokemon titles on your TV. Several 
months ago, this may have been an 
incredible novelty but after the advent of the 
Game Boy Player it's somewhat redundant 
Unsurprisingly, the interface is identical to 
that of the GB Player and it does raise an 
interesting question; could the GB Player 
have been re-created in a similar manner so 
that the add-on hardware isn't necessary? 
Anyone who witnessed the shocking loading 
times of the GBC games running through the 
Pok&mon Stadium N64 games will know that 
mere connectivity can't faithfully recreate the 
Game Boy titles.. . 






A STAR ISNT BORN i. 'i An 

DISAPPOINTMENT AFTER DISAPPOINTMENT 

Just when we were thinking Pokemon Box was a waste of all of our time, hope was 
suddenly rekindled - a character from the game graces the screen and transfers a 
Pokemon egg to your GBA cartridge. Thinking this could be our chance to snag one 
of the rare or missing monsters from Ruby and Sapphire, we took straight to the job 
in hand, dashing back and forth in an attempt to hatch the promising specimen. An 
hour or so later, the egg begins to crack, but suffice to say our excitement was short¬ 
lived - all we had been incubating was a Level 5 common monster readily available 
in Ruby and Sapphire. The one slight saving grace is that these egg creatures can 
sometimes be blessed with abilities they can't normally learn, but is that really worth 
the price of the game? 


“IS IT SO MUCH TO ASK 


ARTWORK OF YOUR 
FAVOURITE POKEMON?" 


PPHIRE 


'Big Screen Debut'). Wow. What's perhaps 
worse than the game's already niche 
appeal is the fact that it doesn't achieve or 
even attempt the polish or sheen of the 
rest of the series. After the lavish front- 
end, practically everything is conducted 
with actual sprites from the GBA games. 
While these may look great on your tiny 
portable screen, the pixelated enlarged 
versions are far less endearing. Is it so 
much to ask for some decent artwork or 
even polygonal re-creations of your 
favourite Pokemon? 

It's sad to see this happening to a 
once-proud series - titles like this will 
serve only to reinforce negative reactions 
to a franchise that seems all too keen to 
prove its critics right. Don't get us wrong, 
the Game Boy Advance games are some 
of the best on the system and 


Colosseum should satisfy our Cube 
monster hunger later in the year, but 
this is one occasion on which we 
simply have to express our 
disappointment. Oddly, it seems as 
though the Japanese see the product in 
a different light - at the time of going 
to press, Box is sitting pretty atop the 
charts in the East, occupying the top 
two positions (the regular and bundle 
packs). That doesn't make it right, of 
course, but if you're looking for a way 
to store a lot more monsters, look no 
further. Chances are, though, you'd 
rather pay your money for a proper 
game you can get some enjoyment out 
of, and while it saddens us to say it, if 
this is the case you're simply going to 
have to look elsewhere. 




LUKE 


Reviewed: Issue 


CUBE Rating: xx% 
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NOKIA 3S10& 3850. 5100,6100, 8810,8800,7210, 7250. 7830. An COT 

I Sand it to number 


fype R uieiai ' (Seksa tte lobwng MBm^SFT«a6<>SBtli^oE*attiye9ervra9Eiaxp->S6eamrTcdB-vPBrTTianertl 


j TTTm¥ > You racova a bookmark Select T/tmm' Thao select Options "ViewVSave Select the correct 
LJ M ' I - bookmark >'Option* - Go to' Ytor phone wd make a WAP connection Select: ‘AooapcVOptions'>*8ave' 


SIEMENS C59 6 S55 and SONVEPICSSON T300 & P800. 


t a taut message and punch in the order code 


SIPIQIL 


Vi [PH 


N K [ Sand it to number 


_ _ a a bookmark. Uae the 

bookmark to download your chosen tone 


Read instructions carefully before 

making your order 

Operators charge for the date call 


/ 


^ :: Af\JHVt/VTIOI\IS 

tc& Incredibly 

moving text 


Animate err 
- a kind of magic. 



Wicked 
Pianim Fckyou 
Plamm Hate 
Pianim Press 
Pianim Dickhead 
Pianim Kennykill 
Plamm Virginboy 


Plamm Cheertaaaei 
Plamrrt Bitch 
Pianim Gun 
Planm . ugly 
Pianim uvinlavidaioca 
Pianim Playgame 
Plamm You not 



Plamm bexy 
Plamm Boobs 
Plamm Saddam 
Plamm Partyguy 
Plamrr. Kissmehere 
Plamrn Wantme 
Plamm Cartman 


Pianim Howareyou 
Plamm Forgiveme 
Pianim GoodnightB 
Planan Youlook 
Plamm iloveyou3 
Pianim Cutekiss 


t a text message end punch in the ordercode 




Prices: Og. Orange. Vodafone and T-mobile Cl.20 int: VAT fTmco-e Youl oso meur your outgoing SMS charge of max IQp anc WAP charges ] 

Bourne’s services work stretiy with Nokia rnobile models (except for 5146). which can receive nngtones/picturemessages/logos/ 
animations Tones, picturemessages end logos can be downloaded t.; Samsung model SGH-TIOO and tones picturemessaqes 
to SGH-R210s The full list of compatible mobiles can be found on www.boomeco.uk. If you are not sure your mobile is 
compatible, please check your mobile manual 

If you type an incorrect code you w*ll receive an error message for which you w4 be billed Cto/Orange/Vodafone/T-Motule £1 SO Orders 
Alii normally arrive tn a few minutes but during tunes cf severe network conditions it may take up to ?4 hour* 

In future, you may receive offers from Bocme You can unsubscribe anytime by ematUng us at support® boome couk 


tiustofnet support. supportBboome co uk. WapOnaftne UK Ltd PO BOX 3B440 London EC3M 1WA. 
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Your chance to get 'all up in our bidnuzz', or 
something. Are you tuff enuff? 
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VIEWPOINT 

It’s not so much a letters page as a load of 
S3 C stuff people have written to us 


FORUM FRENZY READER REVIEWS 


The forums have been burring Our favourite thing about 

S3 as usual, like infinite bees in ^3^3 reader reviews page is that ve 
sunflower heaven don't have to write it! 


^k Sail effortlessly into the 

IC wild blue yonder with the 
second half of our complete bumper 
walkthrough to SEGA’s wonderful RPG 
epic. Proof positive of how a great game 1 
can stand the test of time. I 


SKIES OF ARCADIA LEGENDS 


CHEATING 

MONKEYS 

This month we've been showing the 
53 monkevs pictures of the universe in an 
attempt to instil a sense of personal insignificance in 
their minds Thev are not taking it well. 


ADVANCE 


BEAT THE TEAM 

We’re silly for Burnout 2 
here at CUBE. So silly in 
fact that we've spent the whole month 
careering into barriers and oncoming 
traffic to bring you the challenges 
featured in this month's Beat The 
Team special. 


4k 4k This month’s selection of 

I GBA titles rounded up, 

put in a pigpen and poked with sticks. 
This month for your pleasure we've got 
GT Advance 3, Sega Arcade Gallery and 
Donkey Kong Country no less. A good 
haul indeed! 

STUDIO EYE 

At last! We’ve been 
planning to bring you 
the lowdown on Production Studio 4 for 
the last three issues but things always 
transpired against. Not this time! 
Checkitoutboselecta. 

COMPETITION 

4k 4k Burnout 2 isn’t only the 
I “V focus of this month's 
Beat The Team, but also our 
competition. Win copies of the game 
along with Joytech steering wheels to 
complete the driving experience. 


CONTENTS 



















































Like words? So do 
we - especially 
when we don't have 
to write them 
ourselves, so why 
not send us some 
we can use for free! 


GET IN TOUCH 

The letters page gets more 
accessible by the month. Only 
this week we received a letter in 
Runes from 4th century Saxony! 

□ .EMAIL 

To be sure they land in the right place, aim 
your emails at CUBE@paragon.co.uk 

®LETTER 

cube Magazine. Paragon Publishing, St 
Peter's Road, Bournemouth, BH1 2JS 

Isms text 

We’ve got an exclusive SMS text service 
sponsored by Orange. Simply text us your 
question or comment on 07866 620761. 

^ PHONE 

Call the cube team any time between 
4pm and 6pm weekdays on 01202 209342. 

m FAX 

Or you can send your letter to us 
by fax on 01202 299955. 





GAME CONSPIRACY 

A few issues ago, Jamie McDaid's letter 
about the banishment of GC games to the 
back of shops sparked a huge response but 
was eventually cleared up. However, when I 
was taking a quick glance at a copy of XBM 
Magazine (Issue 15 if you want to know) 
and saw something that might interest you. 

In an article on the Xbox's success at 
Christmas compared to the GC, I came 
upon this quote - "...GAME stores were 
heavily promoting Xbox t-shirts in 
December, with staff wearing Xbox 
T-shirts and actively promoting the 
console to customers. Instead of being 
sponsored by Microsoft, as originally 
suspected, UK PR assistant Lisa Artemis 
informed us that GAME was actually 
choosing to support the Xbox in the run-up 
to Christmas. .." and it goes on. Not being 
an expert on this kind of stuff, I was 
wondering whether this was allowed, but I 


definitely think that this could partially 
confirm Jamie McDaid's worries. 

Being one of the thousands fans eagerly 
awaiting The Wind Waker I must admit I am 
concerned with recent statements where I 
read that Shigsy said that Mario Sunshine 
was too hard and games in the future 
would be made more easy. This concerns 
me as Mario Sunshine took me two days to 
complete and the games are getting too 
easy. I thought Resident Evil Zero would be 
a challenge - it took me a weekend. I hope I 
misjudged the statement but as a big Ninty 
fan this greatly worries me and I hope the 
GameCube can only get better 
DEREK MCGREGOR 

@ CUBE: GAME stated quite 

dearly that the Xbox promotion was 
entirely their own doing and had 
nothing to do with Microsoft whatsoever. 
As for games getting easier, well, it's a 


trend that's been going on for years, if 
you ask us! 

KART IN A MOMENT 

Mario Kart, eh? Wow. I'm sure everyone 
who loves Nintendo as much as me has 
seen the screenshots and the thought of 
two characters per kart is amazing! 
However, with this whole LAN thing I think 
Nintendo may shoot itself in the foot I 
honestly can't see people lugging TVs 
around the house, or from house to house, 
just to play eight-player Mario Kart, as 
amazing as the prospect is. Surely it would 
be much more sensible for Nintendo to 
create a mode using the LAN link and 
have two player-controlled characters per 
kart (i.e. eight players being four 
drivers and four gunners) with the roles 
being switched by the person in the 
driving seat This would be amazing as 
eight people could play Mario Kart on 


THERE BE DARK DOINGS AFOOT. 



The magazine rocks, best one I've seen out 
(and I'm sorry to say I've wasted my 
money on a few which never seem to have 
anything nice to say about ANY games.. . 
draw your own conclusions.) Anyway, I 
recently bought Eternal Darkness, which I 
think is fantastic and totally underrated, I'd 
never even heard of it before you reviewed 
it I'm sure everyone's seen the Insanity 


effect in the game talking about a sequel 
Eternal Darkness: Sanity's Redemption. Is 
there any truth in this or was it just for the 
game as I have scoured the net and cannot 
find a thing (apart from on a Spanish site 
and I only understand one word in three) 
as I think a sequel would be great. 

Also, I really think Nintendo are doing a 
sucky job at advertising! The ads that 
came out when the console was released 
were terrible and they barely ever have 
adverts for their games. I have seen one 
advert for Metroid Prime and one for Zelda, 
which sucked like a Dyson. I could do 
better adverts with a camcorder and a 
budget of 50p (maybe not but it 
sounded good). Anyhoo, just had to vent If 
you can find anything out about ED I'd 
really appreciate it 
RAVEN 

Eternal Darkness has 
divided opinion here. Sadly for the 
fans, no sequel has yet been announced. 

















The cube SMS texting service is brought to 
you courtesy of Orange. For more information 01 
Orange’s range of wirefree™ games log on to.. 


orange www.orange.co.uk/multimedia 
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MONKEY LIES 


Firstly let me say what a great 
magazine you guys make. Easily the 
best on the market. 

Anyway, onto the subject. While playing 
my absolute favourite game of all time, 
Super Monkey Ball 2,1 noticed that AiAi, 
MeMee, GonGon and the beloved Baby are 
not monkeys at all, they're apes. The 
difference between a monkey and an ape, 
is that monkeys have tails and apes do not. 
AiAi and co don't have a tail between them 
so they're apes. All four of them. They're 
still the coolest videogame characters ever. 
KEVIN SLATTERY, PINNER 


CUBE: Say it isn't so! Actually 
you're quite right damn you! 


hhuhhi 


late night sessions (most of them muted). It 
took me ages. I was determined that this 
would not happen again. The Wind Waker has 
taken me seven days. It has been completed in 
(on average) 14-hour shifts, with time off work 
and a forced cut off from the world. 

No-one moaned at me for not getting my 
work in on time, or for coming to bed at half 
four in the morning. It hasn't dragged on for 
weeks and I haven't been thinking: "hmm, 
better write down things to do in cause I don't 
play it again for a while." 

I urge anyone that is playing Zelda right 
now, or taking a break to go to work, watch TV 
or pop out for a bit - don't. Just tell your 
friends you're ill, phone in sick, give it a week, 
then put Zelda away and crack on with your 
life again. Don't play this game in dribs and 
drabs because something else may just come 
up and then you may miss it. That I would not 
recommend. When's the sequel? 

MATT WATTS, BRIGHTON 


one TV all at the same time, with CPU bots 
as the other karts. 

I would also like to add that it would be 
foolish of Nintendo not to include an online 
option, as basic as that option may be (i.e. 
only racing, no Battle mode). I think this 
because if they included an online option they 
need not worry about servers as they are 
already up and running for both broadband 
and 56k users, and how much can it cost to 
include it?!?! PLUS an online option would 
make the game sell like crazy (not that it won't 
sell by the bucketload), would probably cause 
more people to buy Cubes. Oh, and don't 
forget the ability to download new tracks etc. 
DAVID FLEISCHMANN 


TEACAKE, BARSTOOL 

Dear Cube, Isn't football great? Bit annoyed 
Man U got the trophy again but hey, what you 
gonna do? So, anyway, about football - it's 
great isn't it? Do you play? Or are you rubbish 
like me? I'm bit concerned about the lack of 
football in your mag though. I mean, all you 
ever mention are football computer games. A 
respectable footie mag like yourself should 
offer more for people who can play the 
beautiful game. But generally you are very 
respected as a serious footie mag - well done. 
R’JOAY 


@ CUBE: Sequel! Steady on, you might 
h 


0CUBE: Whichever way you swing it 


' my pills! 


' it's gonna be special. 


HAPPY JOY 


YOU WISH 


A PROPER CHARLIE 

Reviewing Zelda in Japanese was 
completely ridiculous and 
unprofessional. What were 
you thinking? There is no 
way that you got beyond 
the intro section or 
anywhere for that matter I 
as understanding the text !' 
is vital if you wish to 
progress in a Zelda game. 

You simply thought "Who 
cares? As long as we give it a 
score of around 9.7 no one will 
give a damn". Because of this I and 50 other 
CUBE readers I know have stopped buying 
your mag. Shame on you! 

TUTOR CHARLIE 


disc but t can t 
CUBE* 

The disc enables y ou to 

P thU" ,mported copy of 
the gome, it doesn’t 
contain the game 


f 


c 




l CUBE: Chandra, Cary, Martin and 
' Luke all completed Japanese Wind 
Waker before the English language version 
appeared in the office. Unprofessional would 
have been leaving the many importers in the 
lurch by not reviewing the biggest game of 
the year. You div! 


THE WIND BREAKER 



0CUBE: Erm right yes... Nurse, 


Over the past few months you seem to have 
been getting nothing but negative mail so I 
thought I'd send something nice, and say that 
the review for The Legend Of Zelda: The 
^ Wind Waker in issue 19 was spot-on. 
You didn't go on about the cel- 
shading (like you said, that 
argument is getting old now) and 
you rightly gave it a 9.5. The game 
is by far one of the best I have 
ever played and is certainly worth 
_ buying a Gamecube for. 

V TAREK YASHRUTI, WALES 


j CUBE: We try to print a variety 
' of opinions. Never let it be said we 
can't take a little criticism when it's offered, 
but thanks anyway. 


When Ocarina Of Time came out (all those years 
ago) I was a student and had to find the time to 
play it between coursework. It took me ages. 

When Majoria's Mask came out I was still a 
student, plus I had a long-standing girlfriend 
and I quietly finished the game over a period of 
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FORUM FRENZY 


Time to roll up the sleeves and delve once again into 
the CUBE forum at www.totalgames.net/forum/ 



If the 
CUBE 
team hasn't 
been on the 
Forum much 
this month, 
we profusely 
apologise. 
Tne thing is, 
we have a 
little thing 
called a 
beach, and 
we intend to 
use it... 
sorry 


HONOURABLE 

MENTIONS 


People that shouted loudest 
over the last four weeks 

Zeldatsmaster for 
causing test 
madness, 
grimly Fiendish 
and Fighter of Foo 
for instigating 
interesting 
discussion, Brave 
Ulysses and Mario 
Rock’r for being 
geezers, MadMario 
for being helpful 
and Booser for 
posting all of the 
latest news. 


TOPIC: THINGS YOU HATE ABOUT 
VIDEOGAMES? 

• • Author: killtime 

v • Driving tests. 

Why? Who on earth thought it would be a good 
idea to have driving tests in videogames when 
all you want to do is just have a good old spin? 
"Well I've just spent 1/4 million on my new set 
of wheels but I can't race it until I've completed 
this stuuuupid test in under 30 seconds in the 
bag of s**t they've provided that couldn't out-run 
my grandmother"! 

We've all been there, haven't we? So,that's my 
buck's worth. What about you folks? 

• • Author: Prince_Tricky 

v ' When there's no auto-saves (i.e. PokGmori), 
reminders (i.e. FFX) and you forget to save it - I'm 
looking at you, Golden Sun. . 

• • Author: Gregsy 

v ' I would say that the worst thing is the cost 
of the games or the damage that they supposedly 
do to your eyes. 

• • Author: A. McGrae 

v ' The ludicrous lack of difficulty in virtually all 
games these days. 

When people judge a game after playing it for 
about five minutes, or give judgements based on 
graphics/technical stuff. 

Games that rely on luck more than skill. For 
example in TimeSplitters 2, getting platinums on 
the Arcade League levels has more to do with 
hoping the enemies randomly beam in near you 
than any genuine gaming ability. 

People trying to say that a game requires 
more luck than skill when it plainly doesn't 
Super Monkey Ball 2 features no random 
variables whatsoever and yet apparently it's all 
down to luck. 

When an idea becomes popular and suddenly 
everyone thinks it should be put into every game 
released, regardless of minor technicalities such as 
complete and utter unsuitability for the game in 
question. The top three examples of this are 3D, 
multiplayer and online features. 

• • Author: corinthians9:25 

v ' Looking at the number of hours it took to 
complete a game and realising I could have spent 


it writing a novel, learning karate, travelling to 
strange and exotic places, reading philosophy and 
discovering the meaning of life . and now I'LL 
NEVER GET THAT TIME BACK. 


CUBE: Lots of replies to this topic, but 
one answer that kept popping up was eye 
damage - interesting. We can only recommend 
that regular eye exercise is taken for half an hour 
every morning. 

TOPIC: GAMECUBE’S FUTURE: 
LOOKING GOOD! 

• • Author: Too Human 

v ' After last year's abysmal Christmas season, 
this year's looks fantastic! I know this has been 
posted a lot, but to those who don't know: F-Zero, 
P.N.03, Viewtiful Joe, XC.RA FF:CC, Pikmin 2, 1080: 
Avalanche, Soul Calibur 2, Mario Kart: Double 
Dash, MGS: Twin Snakes, XIII - Yeah, it's all 
looking great! Then, in Q1 '04 we have Mario Golf, 
RS3, Pok&mon Colosseum, Starcraft:Ghost and by 
the end of '04 we'll have Mario Tennis, Killer 7, 
Resi Evil 4, Dead Phoenix, Geist Too Human 
(my name!), Animal Crossing 2, Tales Of 
Symphonia, Mario 128, Starfox 2, Metroid Prime 2 
and others! Looking fab! 

• • Author: thehappydown 

v ' Sony to disagree with you, Too Human, but I 
believe that the GameCube's future looks less rosy. 
I think the console is too far behind the Xbox and 
PS2 in terms of sales now to catch up. The 'Cube 
certainly has some truly brilliant games in the 
works but will they help sell consoles, or will they 
just keep the present GameCube owners happy? 

Metroid Prime and Zelda: The Wind Waker - 
two of the best games I have played in recent 
years - have failed to sell consoles and put the 
GameCube ahead of the Xbox in the UK, only 
staying in the top 10 chart for a few weeks. I can't 
see how these games will be different and appeal 
to people who do not already own the console. 

Don't get me wrong, I'm really excited about 
almost all those games, but I doubt they will pick 
the GameCube up much. 


CUBE: It's true that Iwata-san (NCL 
v * president) has really turned Nintendo around 
third-party-wise - if somebody from 1998 could 
see the company now, they wouldn't believe it! 


WHERE IT’S AT! 

To find out what all the fuss is about, why don't you 
check out the forum yourself - if you haven't already. 
Joining in the fun couldn't be simpler. 


| STEP ONE: 


Get yourself online. It's fairly simple - most PCs and 
Macs these days are Internet capable, whether they're at 
school, college or in the library. Tempted to surf the Web 
at work? Check carefully what your company's Internet 
policy is first - it might be a better idea to go to an 
Internet cafe. If you're very lucky, you might be one of 
those people who have a computer at home. 


| STEP TWO: 


Type the following into the Net browser window: 
www.totalgames.net/forum/ This will give you read¬ 
only access to the forum. To get in on the fun you'll have 
to register - you can do that by clicking on the cunningly 
titled 'REGISTER' icon at the top of the page. Fill in your 
details, choose a name and then wait for a password to 
be emailed to you (which will arrive in no time). 



STEP THREE: 


Er, that's it Thousands of you have already joined in, so 
it's obviously pretty simple - heck, even the CUBE 
team managed to register first time, and if you're lucky, 
you'll get a chance to speak to us there! 



| t»»Kiffiwl«rt43d«y» ») fi 
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RAYMAN 3 




IF THIS WAS going to be the best 
arcade racer for the 'Cube, it really had 
only one game to beat and that was the 
original Burnout. The magic is still there, 
only this time it looks even prettier, 
sounds even better and has a truckload 
of extras. This time around the game is 
much more forgiving and you won't crash 
nearly as often. While this saves much 
frustration, boosting through oncoming 
traffic just isn't as heart-stopping as it was 
in Burnout - most people will sail 
through the first few championships 
without losing a race. The addition of 
Pursuit and Crash modes greatly adds to 
the multiplayer experience. The game is 
an even greater joy to play than its 
predecessor. This could be the best 
arcade racer ever... oh, hold on — scrap 
that. It is the best racer ever! 

GUY HESFORD, NOTTINGHAMSHIRE 


IN 2001: A Space Odyssey, HAL, the 
mainframe computer, went crazy and 
threatened to wipe out all the crew of its 
ship. So by now you would have thought 
that humanity has learned its lesson about 
giving cerebral powers to machines. Brain 
+ mechdroid — P.N.03; a highly addictive 
old-skool shoot-'em-up with full-on action, 
especially when you have a tooled-up suit 
with automatic fire (believe me, it's a 
great relief for your thumb, because you 
start out button-bashing). 

It was great fun balletically blasting 
mech-droids and building up big combos 
with explosive Pro-Energy drives - this is 
what gives the game style over content but 
it is a visual treat of pyrotechnic splendour. 
So there's really no point in placing rational 
thought into a microwave, unless you want 
it to take over your house . DESTROYER ! 

PAUL ROGERS 


=wa^jr4wai> ; 


Spill your guts on the games that have floated your boat or 
sunk your spirits. Write a 130-word review and if we print it 
you'll win a JOYTECH memory card for your troubles 


I’VE LOVED EVERY instalment of this 
series (bar Rayman M), so I couldn't wait 
to get my hands on this. Could it live up 
to the mighty Rayman 2? Put simply, no. 
Rayman 3 sees you trying to cure your 
friend Clobox of a stomach infestation 
and, er.. that's about it No saving the 
world, no threat to the freaky 
population - it all just seems a bit petty 
and pointless, and you never know what 
you're trying to achieve exactly. 

Granted, the graphics and sound are 
gorgeous, but there are flaws. This game 
focuses heavily on combat, but the 
system is restrictive. Your power-ups 
run out quickly and you never get to 
keep them and explore at your own 
pace. So, Rayman 3 is enjoyable and 
stylish, but is also way too restrictive and 
a tad short for a GameCube title. 

EO BUTTERFIELD 


THE NINETY PERCENTERS... 




























A JOYTECH BMW Williams 
FI steering wheel! 


SEEING AS THIS month we're 
running timed lap challenges on 
Burnout 2, we've decided to 
give this issue's winner of Beat 
The Team the very best steering 
wheel money can buy for your 
GameCube. That's right - 
thanks to the guys at JOYTECH 
we're giving you the chance to 
win a WilliamsFl wheel! The 
WilliamsFl wheel features four 
levels of response meaning you 
can tailor it to suit your style of 
driving whilst the pedals are 
analogue and pivot meaning 
they eliminate that shin ache 


you get from most other set¬ 
ups. Quite simply, it's the daddy! 

But wait - there's more! 

Even if you don't make the cut 
as our absolute winner there 
are three runner-up prizes of a 
WilliamsFl Starter pack 
comprising an Advanced 
Controller, a 4Mb Memory Card 
and a Game Disc Wallet! This is 
easily our best Beat The Team 
giveaway yet so expect the 
competition to be mercilessly 
tough. Now go on - get to 
work on your racing lines and 
however you drive, don't blink! 


THE WINNER! 


Exceptionally close competition this month came 
from Dave Mardell, Harvey Carman, Anthony V 

Souden and as ever, Dave Every, yet our winner this 
month, taking ownership of two Advanced JOYTECH 
controllers, a 4Mb memory card, a GBA link-up cable and a g 
RGB SCART cable is... TONY BLOOMFIELD FROM ESSEX! 


'CHALLENGE TWO: 
[SCORE: 



SNOW JOKIN’ HE’S SMOKIN’ 
_ 8030301 
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A whole new bunch 
of JOYTECH goodies 
for you to get your 
hands on, ft you 
can nail us on 
Burnout 2. that is 






















CHALLENGE ONE 


iriTER5TRTE LOOP 


LAP IT UP 


The Interstate Loop tracks are some of the wider 
tracks in Burnout 2 and the layout is pretty 
straightforward. Hence there's little need for use of the 
brakes and plenty of opportunities to get your Boost 
Meter topped up and some Burnouts linked together, 
which is exactly what you'll need to do to beat this 
time. What car you use is up to you. Just be sure to 
keep your eyes on the road. 

BYRON S TIME 


1:02.199 
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1:03 683 
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I 1:03 750! 
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CHALLENGE 1W0 


RIRPDRT TERmriRL 3 


SMASHING DRIVE 

Although the airport scenarios are raced on narrow 
lanes of tarmac, thanks to the more forgiving collision 
system in the sequel you won't wind up endlessly 
watching replays of yourself crashing. However, just 
because Burnout 2 is more lenient don't expert to 
better Miles' score very easily as he thinks he's driven 
an absolute peach of a lap. Again, feel free to choose 
any car to attempt this challenge. 

MILES' TIME 


CHALLENGE THREE 


5UnRI5E IJRLLEM □□liinTDlUn 


THE FAST AND THE FURIOUS 

Now this is a nice track. Lots of tight bends that are 
perfect for drifting and big open stretches to drive into 
oncoming traffic. It's definitely one of the easier courses 
on which to build your boost meter. Still, Gary thinks 
you, yes YOU, haven't got a hope in hell of beating his 
time. In fact he's so confident he's offered to shave his 
head like Vin Diesel if anyone beats him, although he 
was crossing his fingers at the time. 

GARY’S TIME 


0:41.566 


Sunrise valley 




I 0:41*583- ■ 


0:41.683 


CHALLENGE FOUR 


PRLfTl BRV HEIGHTS 


LIGHTS, CAMERA, TRACTION! 

Another pretty open track layout that's perfect for 
building your boost. Although, as with all our 
challenges, you're unlikelv to beat Chandra's time on 
your very first lap unless you continually link together 
your Burnouts. In fact, either way it's best to keep 
looping the track and try to start the next lap with a 
fully charged Boost Meter. That's a little advice from a 
pro, so take notice. 


Palm Bay 


105.866, 


1 06,166 
1:06.533 



WHAT A PICTURE 


HDliJ TD TRHE THRT PERFECT 5nRP5HDT 


Right, so you've played like a madman and finally 
managed to beat one of our challenges - so what do 
you do now? Well, you'll need to get a photo of your 
accomplishment or, better yet, record the whole thing on 
video so that we can check it out for ourselves. If you're 
going to be adventurous and record a video, please be 
warned that we can't return any tapes sent to us. Those 
of you sticking to regular photography though might 
want a few tips on how to snap the perfect piccie. . 

■ Turn off all the lights in your room so that you reduce 
the chance of light reflection on the screen. Also, turn 
down the brightness slightly on your TV to reduce any 
glare that the camera might pick up on. 

■ Switch off the flash on your camera — the light from 
the TV will be more than enough to illuminate the 
picture, and besides, the last thing you want is to have 
your photo ruined by flashing out the screen. 

■ Take several pictures, in case your first few turn out to 
be duds. No picture means no prize .. remember that! 


Be warned — photos sent by email are NOT acceptable, 
as they can be doctored in any bog-standard paint 
program. People who use cheats or NTSC copies of 
games to get a better score (unless you're entering the 
import challenge, of course) will also be scorned and 
most likely ridiculed within these very pages. Finally, 
please note that we will NOT be able to send back 
anything that you send in as proof of your score — 
those of you who've been asking us for videotapes back 
or even sent in the only memory card you own, please 
take note of this rather important point 
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This month our Cheating Monkeys have entered and 
hacked the Matrix, spent far too much time playing 
Burnout 2 and got to grips with the Hulk... 
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HEALTH 70* 


© Wonder if there'll be an 

Animatrix game at any point? 


ENTER THE MATRIX 


To enter these cheats you'll first need to go to the hacking 
system and type "cheat.exe" From here simply enter the 
following numbered codes: 


CHEAT 

Infinite health 
Infinite ammo 
All weapons 
Infinite focus 
Low gravity 
Bonus level 


TYPfi 

7F4DF451 
1DDF2556 
034AFFF 
69E5D9E4 
BB013FFF 
13D2C77F 


BURNOUT 2 

This is one of the Cheating Monkeys' favourite 
games, so they've spent days finding out what 
you can unlock. Here's what they've discovered 


GET: Invulnerability 

COMPLETE: All Grand Prix championships with 
Gold Medals 

GET: Extra Crash mode 

COMPLETE: All fifteen Crash mode tracks with 
Gold Medals 

GET: Two-player Pursuit mode 

COMPLETE: Pursuit number 3 

GET: Custom Championship 

COMPLETE: Win a Gold in everything in the first 

Championship 



HINTS, TIPS AND CHEATS 7 DAYS A WEEK! 
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Calls cost £1.50 per minute at all times. Call charges will appear on your standard 
telephone bill. Please seek permission from the person paying the bill before calling. 

Operating hours seven days a week, from 8am till 11pm. If you have any queries 
call the customer helpline on 0870 739 7602 


GAMECUBE 
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CHIMP’LL FIX IT 


They spend all month poring over your questions and in return we let them share a felt banana - 
that, my friend, is the life of a Cheating Monkey. So, keep our chimps in fabric food by sending your 
gaming queries to Chimp'll Fix It, CUBE Magazine, Paragon Publishing, Paragon House, St Peter's Road, 
Bournemouth BH1 2JS or alternatively, you can drop them an email at cube@paragon.co.uk 


FIRE IT UP 

Hello Cheating Monkeys, 

Please can you tell me where to find the Fire Tunic in 
Ocarina of Time. Thanks! 

Thank you, 

TODD, VIA EMAIL 

The monkeys say... 

"No problemo. Begin by making your way towards 
Death Mountain then go to Coron city where you'll 
find the place deserted apart from a solitary Coron 
rolling around a level below where you entered. 

Now, drop a bomb near this Coron and if you've 
timed it right the explosion will stop him in his 
tracks and he'll speak to you. After the conversation 
about Canondorf reviving the Dragon you'll be given 
the heat resistant tunic." 

IT'S IN THE GAME 

Hi Cheating Monkeys, 

Do you know the cheats for The Sims on 
the GameCube? 

RAY, VIA-MAIL 

The monkeys say... 

"Yes we do. Hold the L and R buttons at the menu 
screen to bring up the cheat menu. Typing 
"FREEALL" makes all objects cost nothing; "MIDAS" 
unlocks all the two-player games and skins, and 
entering "SIMS" allows access to the Play The Sims 
mode at any time" 

KING CRIMSON 

Dear Cheating Monkeys, 

On Starfox Adventures I’ve gotten to the 






RedEye boss, but every time I electrocute him to bring 
him down to throw a barrel at his head, the pads get 
closer and eventually the pads get so close there’s not 
enough time to get the barrel and throw it at his head 
before he gets up. How do I defeat him? 

JONATHAN MEADOWS, VIA E-MAIL 

The Monkeys say... 

"Defeating the RedEye king is simply a matter of 
doing the right thing and timing your barrel throws. 
You seem to be going about it in pretty much the 
right way, but just to make sure we'll take you 
through it from start to end. 

Having grabbed a barrel find an active floor pad 
and wait for the RedEye king to come around the 
comer. As he starts to walk towards you, stand on 
the pad to charge the electric shock weapon. When 
the shock hits him and he drops, throw the barrel 
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We've only reviewed it this issue, and our Monkeys have already found some cheats. Enter the 
following at the code input screen in the Options menu: 

UNLOCK ENTER UNLOCK E 

Full Rage Meter ANGMNGT Level select TRl 

Invincibility GMMSKIN One hit kills FS1 

Unlimited continues GRNCHTR 


UNLOCK 

Level select 
One hit kills 


ENTER 

TRUBLVR 

FSTOFRY 





at his head. Repeat this process three more times, 
taking note that the floor pads will be closer to the 
centre with each critical hit so you'll need to alter 
your timing slightly. That's all there is to it" 
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SHARE YOUR 
GAMING GENIUS! 


If you've come up with a 
game hack you want to 
share with the world, send it 
to the monkeys at: Chimp'll 
Fix It CUBE Paragon 
Publishing, Paragon House, 
St Peter's Road, 
Bournemouth, BH1 2JS. 

Or whack it on the forum at 
www.totalgames.net 
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RESIDENT EVIL 2 


Master Code ' 

2 WXG -AEG8-7PV82 

1 MNEB-DMJB-WPl P7 

CoH S.A X MMMMI 

2 VTXZ-2GMG-H4FMR 

1 801F-TVZU-M6UBD 

ibftitoitogitoi.ii iiptr i 

2 1UJ9-5GB4-NJWDF 

1 X30B-G064-NYB3W 

Spark Shot MMMI 

2 U88B-OZZQ-K1YBK 

1 QMPV61W0-W4P7G 

11 + A to save anywhere 

2 WZYK-B4AJ-50VPQ 

1 G2FV-VJ33-J4EZB 

Sub-Machine Gun 

2 BH9J-XW57-UVPKF 

1 3RCJ-H3MC-X8PM3 

3 K4B8-5NUC-FYCCM 

2 C5EG-R96H-PXGEW 

AH Rios 

MMHNMMHMMMI 

1 ZQRV-0Q9O-0VU EG 

1 FAJ F-EA01 -CGMXU 

2 MM46-ED82-1N625 

2 PEG6-7D3R-X2C3C 

3 357Y-A0W8-G4BTK 

Rocket Umtcber 

4 FVFB-TA9A-GRRJG 

1 W30K-CM9Q-5X2NM 

5 GTDD-WF5A-U3XTB 

2 T3RY-TJN8-HNRQ7 

6 VBGE-VAEO-AWE88 

■mm 

7 UQ38-JXKK-CE1MA 

1 TE9B-3FW5-HEHPF 


2 96V8-JT1C-EQ3XR 

1 CV0H-WG3V-900Q9 

Ink Ribbons MMMM1 

2 EY2M-4UTN-DD473 

1 3BMW-47V2-4FMH9 

Infinite items in inventory 

2 WT8F-Z5XW-1RV7D 

1 ZYTQ-5N14-5YFT9 

Anti-Virus Bomb 

2 T2 RO- 7 DFG-F0MZ3 

1 TQYD-W2DK-91 FI R 

3 1R95-A4EO-D5XBW 

2 5RX4-NDWO-5UFAW 

4 0D12-VCAN-0T4JH 

FnlHJgbtor 

5 J03E-FHHC-HFRGJ 

1 EV10-8A70-CA7FP 

6 E866-J KZ7-J D20D 

2 YKFC-MZ2Y-74BPN 

7 ZGNO-VMQF-VFV37 

lock pick JHHM 

8 HHR8-N6QE-A5538 

1 8ZXA-CAF8-2WBJ9 

9 KBOO-694Q-3VHR1 

2TKJB-9GVM-XY41C 

Items io crate codes... 


Custom Reed Ben ■■ | 

1 8ZCQ-3YKC-Q8KXB 

1 OTDR-RUTM-GXJ5W 

2 4T00-VR92-DD4RX 

2 0Q59-URQF-V0F7V 

Red Jewel 

Custom Mageum 1 N 

1 RFM8-Q6BC-Y7Z8B 

] Y01E-1NN4-FYQT8 

2 GTM4-N1A9-EVEHW 

2 YAU7-7MBJ-P5UXH 

Card KeyMMM 

Custom Statycm | 

1 NCQB-8HMM-DNYX2 

1 635A-G6CX-RJZ2P 

2 9NJ6-XM1W-JXM6W 

2 QDWR-2K6C-EQ4GP 

8lee Key-card 

Grenade launcher 

1 FFZ6-03AC-HGYDT 

) 48ZH-FKFN-CC3KX 

2 18FD-CVH1-5ZTA9 

2 NRZQ-KNF2-QVJVK 

Serpent Stone 

Grenade launcher (Flame) 

1 B1Q8-GQ16-XZATB 

1 47PX-RGE3-5K9MQ 

2 239N-TYZ3-R7JDV 

2 J5Z8-JGFZ-OM1A8 

Jaguar Stone IMMH 

Grenade Launcher (Yellow) 

1 VYVQ-4N2R-WKAWQ 

1 ATM7-9B62-EF171 

2 9Y9E-BXAZ-67QRM 

2 93XY-9KKA- 7TMXM 

Blue Stone Cl) ■| 

9MMMMHHMMMMMS 

K 1 TT5N-DFPM-D6WG9 

1 Y0E6-QC34-T4VWB 

2 4F6A-DMG2-VMMK4 


Blue Stone (2) 

1 1XFQ-TMJV-OP8FA 

2 GNB5-7YVC-CPQKJ 
Eagle Stoat 

1 K3EA-H8ME-ZVU60 

2 W6WJ-E8PY-U9C2U 

8istop Plug 

1 K5A5-2616-CFDZN 

2 T6AH-6P68-EP34H 

floakPh* 

1 KUXX-40V2-WTU8F 

2 U5Q2-W3V3-8Q3MR 

Knight Ping 

1 M EWP-M 34G-9PCTW 

2 G88X-D2HK-81ZN5 

Xing Ping 

1 UMRR-GQWR-DDW99 

2 7CXH-FEYX-NAT30 
Iff Bex Kef 

1 N0BN-T03T-UQX99 

2 W52D-5J1T-3YJNA 
Bomb & Detonator 

1 2WT2-WRG-J6VFW 

2 OZY6-3MK4-KUMC2 

Crank 

1 ZJTB-6TR5-VNVQE 

2 DWGD-5PPE-197Q4 
Unicom Medal 

1 KCUE-U8NO-W2GA8 

2 JOPV-42QM-MOZUN 
Eagle Medal MMMMI 

1 T27T-HD3H-QX9Y7 

2 H88R-0X7W-7KEJ4 

Wolf Medal 

1 BXON-F57Q-GP4FR 

2 MEGE-7AGR-Y1N8F 
G Cogwheel | 

1 UQRX-YU6N-CH KB7 

2 8VPB-X70A-KP0YC 
Manhole Opener HMI 

1 OYY1M-P39K-W47RH 

2 Z8FF-WZF4-317AU 
Main Foss 

1 G8Q7-9ND2-5MT80 

2 GGMV-G45Z-2RD04 
fuse Case MHMMMMI 

1 ACNW-VFE4-P6CXB 

2 58YH-CCGH-QECH1 
8ase Vaccine 

1 ZMHQ-H5A3-BB5JE 

2 E9P5-KKA7-4MKCN 

mam 


1 M9B0-VT9R-HWKAQ 

2 4E6N-YMG7-842D4 

Special Key 

1 YWUW-KPP8-UQUEF 

2 8K6X-XGUN-H2ZM4 

Joint S Plot BBH 

1 OWW1-4ZYN-8B6DP 

2 D5BH-69WH-YFBTT 

Joint IV Mug 

1 JA8W-1KTQ-PQPFB 

2 TG1P-6JRH-P7DTC 
Coni 

1 3DH3-48KX-MAPXK 

2 KPTX-M9EZ-HY3DY 

mhm mmmmm 

1 3GTB-H714-JZXUX 

2 KE92-C7WJ-UUJF8 
Precinct Key (Spade! 

1 3EG3-N7NY-Z6H8B 

2 P9RQ-AXP5-G63KV 
Precinct Key (Diamond) MM 

1 2BRA-ZGXQ-NFEXC 

2 2DT8-963U-9MRTM 
Precinct Key (Heart) 

1 34J5-B6H8-R7N25 

2 HAM8-3DMM-BPMXQ 

P r ecin ct Key (Dover) 

1 GKKECEFU-HX9MQ 

2 F6K6-JKNP-X251F 
C Panel Key (1) 

1 MN0V-Q80X-49K4K 

2 8CAE-BUVQ-3PZD7 

C Panel Key (2) ■ | 

1 DG1Y-RVQK-7XCMP 

2 Q4PX-21CE-F96T9 
P Room Key 

1 JWCB-YY9N-XRFAN 

2 XBK9-07M2-6GUEE 

M.O. Disk MMMMM 

1 N5ZX-6M2U-CJV7U 

2 D9P7-FR1D-975ZK 
Lah Key-card 

1 T1NV-A89D-MA9YE 

2 G4AR-8ZGT-K9NHC 
Master Keg 

1 B3XH-R1PA-JP92U 

2 TZPE-72D2-HJMBG 

Platform Key 

1 RDX1-Y4N1 -NCAQF 

2 4VT5-F3TU-1NZ07 
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Every month we'll be bringing you all the latest Action 
Replay codes for the greatest GameCube games! 


ENTER THE MATRIX 


• Enter The Matrix 


1 1N46-YJDG-BA1VN 


4 WHJ3-XMYY-C1UU5 

5 202Z-HWE-91ME9 

Note: Only use one of the following 


MMMM i 

1 YHN3-19NY-K4XM7 

2 5QT7-PEK8-WXQVT 

2 MADQ-N8J2-ZJV73 

1 8W6D-ZDTG-Q08QV 

1 Z8WT-69GY-Z5JV6 

2 RWQD -98M8-W049J 

2 MHGZ-ARDM-2BHRG 

Note: Save game in the hacking 

1 51QP-76YE-999HM 

menu to enable 

2 TUU2-RRBN-T73HM 

1 AVDE-MXTE-OEAEO 

TurnoeinmibilitvmodMH 

■ 2 8QHY-1WEB-D63E7 


1 ZM98-0PXU-3JB8H 

2 9ZGQ-4CUE-K69WB 

Note: Use with health code a 
use in focus mode 

1 ERF9-QPD2-TA929 

2 EZ9W-XZHM-N6UXR 

1 5273-KGEW-U96EA 

2 4D90-7UYR-5NR5N 

3 02A3-TMZZ-725HX 


Note: Save game in the hacking n 
to enable 

1 AQ8N-FH68-ZN8WT 

2 TVNA-NX0A-E9RTZ 

Note: Save game in the hacking 
menu to enable 

1 NXHJ-T 4ZG-J H6C7 

2 0HU5-VUGB-QGEFX 



BURNOUT 2 


Master Code 


1 B916-7EWY-UGE3M 

2 23X8-U3DK-WP68Q 
Infinite boost 


4 2EFX-CAVJ-A8HM1 

Offensive driving complete 


1 NPPCEW8J-2KWT9 

2 H9A5-5PBK-T13V2 

3 8GXT-YBPR-NP2KD 
Super accelerator 


1 7YM9-03QJ-ARVF2 

2 G681 -QZAM-WYGFF 

3 T1E5-F06B-27UZH 


1 2YRQ-QKFH-VNORP 

2 K9ZJ-WC2P-VZAOH 
Unlock pursuit mode 

1 AW3G-ZXPN-UMDNC 

2 CCYR-KCPT-NJ7P6 

1 B4DR-VF27-YB6NP 

2 T5NM-WRTF-5GT7D 


























item houi to omp’ 

1. Call our order number: 09065 333 464 or 
09065 333 463 (Java-games) 

2. Follow the simple instructions and we will 
send you the selected product shortly. 


call! to- 090 65 333 463 <ja»a- 9 »»«) 

090 65 333 464 (Others) 

The service is available on selected Nokia handsets in England, Scotland, Wales and Northern Ireland. 
Calls cost E1.50/min. Average call length is 3 mins. Please ensure that subscription owner accepts 
order. Send us feedback: info ufun4me.com or Mobile Avenue, PO Box 3667, London NW1 OAP. 


Jlw sc-jvxo H Open to men 16 yean ol age oi oWe* Pl&we ensuw tout subvtr>p<Dn o*tm «<eptt o tdei 
By iMdunng trom Ifm vmKe you j»o bound by ou» ktim and (ondtown ,md may mrWv tutlhrt notxn 
u uttm tnini u* Foi t»0 dHailv pteaw nut mm ttan Send m Kwdback hm-tonr <wn « 

Mabtk- Avow. BO Boa 3667. (omkin NW1 IMP 


More funky mobile stuff at: 


luimpunmeM 


Summer Games 


Nokia 7650, 3650, 5100, 6100, 6610, 6800, 7210, 


7250, 3510*, 89101,3410. Siemens MS0,555. 


Highway Racer 


Code: 420071 


140 horsepower engine, top speed 300 km/h, weight 250 kilograms, and 
only two wheels. This is the tool of a true highway warrior. The road is yours! 
Race the other drivers anywhere, anytime, and regardless of the risks. Are you 
up to the challenge? Highway Racer offers tournament and practice modes, 
six different tracks, individual track records, and more! 


Nokia 7650i 3650,5100,610(X 
6610,680a 721Q, 7250, 3510c 
8910i,3410 


Alien attack 


Nokia 35101, 3650, 51001 6100,6610,6800, 7210, 
7250(i), 7650,8910* 


Space shooting game Afeens are attacking us to 
the waves and your mission is to destroy them 
and save our planet 
Code 420012 


Nokia 35101, 3650, 5100,6100,6610,680d 7210, 
7250(1), 765a 8910i 


Be your very own papsUv with this award wn 
rang game. Go tuunrg, rehearse, shop do wtuteve 
you want You are a popstar now* 

Code: 420054 


Please, check that your phone « compatible to 
take picture messages. If unsure, please, go to 
www.fun4me.com 
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48 0754 


481054 


48 0657 


481046 


48 0892 


Can also be used as background motives on series: 3310,3330, 3410, 3510, 5210 and 5510. 
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Please, check that your phone is compatible to take picture messages. 
If unsure, please, go to www.fun4me.com 
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Star Trek Nemesis 


Nokia 7650,3650. ] 


Fist-person space shooter based on Ihe hrt mow 
from Paramount. Assume command of the En- 
lerpnse and fight through a fleet of Romulan 
ships, locate Shm/on s mammoth flagshtp the 
Somrtar and engage m a battle to the death. 

Code 420041 

r 


38 0050 

The sendee requires 
a compatible Nokia 
handset of series 3330 
3410,5210 or 5510. 




38 0001 


38 0003 


38 0021 


TOP HITS 



SEVEN NATIONS ARMY • White Stripes 

182361 

580374 

X’Gon'Give It to Ya - DMX 

182364 

580375 

SING FOR THE MOMENT Eminem 

182347 

580348 

SOMEWHERE 1 BELONG - Linkin Park 

182355 

580350 

SOUND...UNDERGROUND - Girsl Aloud 

182349 

580342 

CHEEKY SONG - Cheeky Girls 

182348 

580333 j 

YOU MAKE ME SICK • Pink 

182354 

580347 J 

HEAVEN • OJ SAMMY 

182356 

580351 

CAN'T STOP - Red Hot Chili Peppers 

182322 

580310 

IN DA CLUB - 50 Cent 

182343 

580329 

LOSE YOURSELF - Eminem 

182268 

580280 

DANGER! HIGH VOLTAGE - Electric Six 

182287 

580289 

NOT GONNA GET US - t.A.T.U 

182286 

580286 

BY THE WAY - Red Hot Chili Peppers 

182143 


JENNY FROM THE BLOCK • J. Lopez 

182269 

580376 

CASTLES IN THE SKY - Ian van Oahl 

180339 

580019 

SCIENTIST - Coldplay 

182259 

580254 

WHAT’S YOUR FLAVA - Graig David 

182270 

580377 

TV/HIMS 



ROCKY (Gonna Fly Now) 

180311 

580076 

JACKASS 

181308 

580147 

TERMINATOR 

180522 

580098 

TAO TAO 

182365 

580095 

KNIGHT RIDER 

180171 

580048 

GHOSTBUSTERS 

180342 

580002 

20th CENTURY FOX - Opening Fanfare 

182113 

580010 

STAR WARS 

180249 

580008 

EYE OF THE TIGER 

182159 

580004 

ALWAYS ...BRIGHT SIDE OF LIFE 

181307 

580001 

AUSTIN POWERS 

182348 

580337 

HALLOWEEN 

180148 

580160 

EXORCIST 

180217 

580003 

JAMES BOND 

180194 

580279 

BEVERLY HILLS COP 

180016 

580012 

CROCKETT'S THEME (Miami Vice) 

182152 

580235 

MISSION IMPOSSIBLE 

180684 

580185 

PSYCHO 

181052 

580199 

GAMES 


mmd 

COMMANO 6 CONQUER - PC 

181143 

580358 

INTERNATIONAL KARATE • Commodore 

180376 

580291 

METAL GEAR SOLIO 2 - PS2 

182056 

580284 

BATTLEFIELD 1942 - PC 

182135 

580119 

SUPERMARIO - Nintendo 

180507 

580009 

HALO - XBox 

182107 

580360 

FINAL FANTASY VII - PC 


580367 

SILENT HILL 2 - PS2 


580368 

WING COMMANOER - PC 


580370 

RETURN...CASTLE WOLFENSTEIN PC 

181257 

580366 

MORTAL KOMBAT - SNES 

182117 

580364 

HITMAN 2 - PC 

182171 

580361 

SUPERMARIO SUNSHINE - Gamecube 

182211 

580148 

DOOM - pc 

180872 

580133 

SOUL CALIBUR - Oreamcast 

181118 


BUBBLE BOBBLE C64 

180371 

580123 

BOULDERDASH - Commodore 64 

180366 


WAR CRAFT - PC 

180871 


RETRO b MOOERN CLASSICS 



CLEANIN OUT MY CLOSET Eminem 

182125 

580022 

DILEMMA - Nelly 

182239 

580237 

WITHOUT ME - Eminem 

182222 

580110 

03 BONNIE b CLYDE - Jay-Z 

182267 

580233 : 

CALIFORNIA LOVE - Tupac 

180188 

580017 ! 

NOTHING ELSE MATTERS - Metallica 

182229 

S80192 ' 

RAP SUPERSTAR Cypress Hill 

180092 

580091 

THE LOGICAL SONG (RAMP) -Scooter 

182119 

580151 

SINCE YOU'VE BEEN GONE - Rainbow 

182362 

580355 

THE ENO - The Doors 

182363 

580356 

GANGSTA S PARADISE - Coolio 

180765 

580034 

LOSE YOURSELF - Eminem 

182268 

580280 

CAN'T STOP - Red Hot Chili Peppers 

182322 

580310 

OILEMMA - Nelly 

182239 

580237 

SMELLS LIKE TEEN SPIRIT - Nirvana 

180988 

580087 

RESURECTION PPK 

181128 


9PM - ATB 

182314 

580113 

TROOPER - iron Maiden 

180172 

580324 

PARANOID - Black Sabbath 

180693 

580007 


Please, check that your phone is compatible to take poly¬ 
phonic ring tones. If unsure, please, go to www.fun4me.com 
Polyphonic ring tones are also available on selected Sony 
Ericsson ja Siemens handsets. 

9ft more meg 









































































































































































































































































SKIES OF ARCADIA LEGENDS 


@ inFDRmRTion 


Welcome to .the 
guide to SEGA's 



It's time to move on to the Valuan Empire, where the Yellow Stone awaits! 


Head north from Horteka and fly through 
the broken barrier. To your northeast and 
northwest are two islands. In both 
locations you'll find Discoveries: Roc's Nest, 
Will o' Wisps and Mysterious Rings. Travel 
southeast and you'll come across the Black 
Spell Pirates. Don't be too complacent 
about this battle, as their Dark Torpedo can 
hit you for as much as 6,OOOHP! Use 
Increm to protect yourself while you hit the 
enemy with Cannons and Magic Cannons. 
As you travel into Valuan air space, you'll 
encounter a Black Pirate and one of the 
people on your bounty list, (GORDO) . 

Keep travelling into the desolate region 
of Valua until you come to the Maw Of 
Tartas, which looks a little like Stonehenge. 
Once there, some Valuan Enforcers will 
attack. Defeat them and tell Drachma 
you'll follow him, before picking up 
the three Choms and heading back 
to the Little Jack. Vyse won't be 
able to sleep - head upstairs 


and onto the deck to find Drachma and 
continue with the game. Now it's time to 
look for Rhaknam - fly east and search 
around until you find him. A fleet of 
(VALUAN BATTLE CRUISERS*) are attacking 
him, so you'll need to get past them first. 

After the battle, run down to the 
lifeboats on the bottom deck - you'll find 
them through the large metal doors. 

Watch the cut-scene, then climb the hill at 
the far end of the island when Vyse wakes 
up, to see another one. Examine the 
corpse outside the tunnels to find 
Gonzales' Map. Search the tunnels to the 
southwest to find a Moonberry, then go 
deeper inside to have a rest. When 
control switches to Aika, receive Clara's 
Purse, then go to Nasrad's Equipment 
Shop and talk to the Nasr Merchant in 
front of the counter, for your second Abirik 
Cham. Drop by the Bazaar on the western 
side of town for a Sylph Seed, then stay 
the night at the Inn. 


□ACCAT’S 

ISLAND 


When you retake control of Vyse, get 
into a couple of fights with the native 
animals (use Counterstrike if you're 
heavily outnumbered). When you have 
enough Grapor Meat, he'll sit down and 
cook a meal. Next, visit the southwest 
cave to find 1,827 Gold. Explore the island 
now and collect all the firewood. Finally, 
you'll have to collect the Moon Stones that 
were uncovered by the rain. After a cut- 
scene, an air pirate (Gilder) will pick you 
up from the island. You'll soon have 
control of the ship - fly north-northwest to 
the mountains and search for the Skull 
Rock Discovery on the very edge of 
Valuan territory. With this found, fly 
south towards Nasrad. 

Once there, climb the ladder to the 
northwest and warn the gunner about 
Valua's planned attack. Climb back down 
again and go right to the end of the 
western dock to catch a Moonfish. Now 
go to the Guild and sort out your 
Discoveries and Bounties. Upgrade your 
items and equipment at the various shops 
around Nasrad (don't forget the Bazaar), 
before heading over to the bar and 
talking to the people there. Go to the Inn 
now and stay the night. When you 
regain control of Aika, go to the Bar in 
order to collect your Wages, four Sacres 
Crystals and a Cham. Now go back to the 
Inn and get Pedro's Map from the old 
man lying outside. 



































© There'll be more random battles on 
your way to Valua 


0 Use these points to switch 
between teams 


CHAI 




As Aika, grab the Vidal Seed, 

Moonberry and Cham, then stand on the 
slab in the far corner. Switch back to Vyse 
to find two Risan Crystals, a Moonberry, a 
Moonfish and an Electrum Box before 
moving on. The next room takes a lot of 
switching and turning of cranks to get to 
the far side: Turn Vyse's crank once, then 
Aika's twice, before taking Vyse to the next 
platform along. Turn Aika's crank three 
times and move her onto the floor panel. 
Send Vyse over to his to reunite the party! 
The celebrations are short¬ 
lived though, as you'll be 
attacked by 

(SINISTRA AND DESTRA) . 


VALUAN BATTLE 
CRUISER 


TO THE ISLAND 


As Vyse, go to the palace gates (to the 
north) and tell the guards that you have 
important information for the Nasultan. 
After the cut-scene, you'll be back in control 
of Aika. As Aika, travel back to the Skull 
Rock, then head off in the direction that it's 
facing. One of the small islands here is 
Daccafs Island. Land on it and find the 
Cham before trying to go inside. 

Fly north to Daccafs Island - Vyse will 
land in a different place to Aika and Tina, 
solving a puzzle when they try and open 
the door. Once inside, open the chest to 
the left with Aika, to get the Skywing. Use 
the logo at the end of the corridor to 
switch to Vyse's team. The chest here is 
guarded by Zivilyn Bane, but he doesn't 
pose much of a threat How he got here is 
anyone's guess! Defeat him to receive a 
Paranta Seed and the Soul Crystal. Hit the 
switch down the left corridor to open the 
door on Aika's side. As Aika, open the chest 
for a pair of Sacrulen Crystals and hit the 
switch to open the door on Vyse's side. 
Change back to him and grab the 2,001 
Cold, before stepping on the slab to open 
the doors. Switch back to Aika's and grab 
the two sets of Maiden's Armour. Change 
to Vyse again and turn the crank. Climb up 
to the chest to get four Magic Droplets. 
Keep playing around with the crank and 
switch characters until you have the Magic 
Dew and Daccafs Armor. 

Eventually, both teams will end up 
on a slab by a doorway. 


ITEMS WON: SHREDDER BOMB 


The usual tactics will get you through 
this one. Cast Driln and Increm, then attack 
with Cannons and Wevles. When you get 
the option, choose to fight aggressively. This 
really shouldn't cause you any probler "^0* 


ITEMS WON: ICYL SEED, MAGUS SEED 


Concentrate your attacks on Sinistra to 
start with, as it's the weaker of the two. 
Cutlass Fury will help here, as you can use 
it every round. Just make sure that Vyse's 
weapon is purple, to inflict as much 
damage as possible. Kill Sinistra as quickly 
as you can, or the bosses will have a 
chance to use their Death Waltz, which hits 
everyone for around 1.000HP! Tundra Blast 
and Explode are similar attacks but don't 
do anywhere near as much damage. When 
Sinistra is out of the way, change Vyse's 
weapon to red and have him go berserk! 
Get Fina to use Lunar Blessing to help 
keep the party healed and cast Increm on 
Vyse as soon as possible. Healing using 
items rather than spells will also help, as 
it'll let Vyse use Cutlass Fury more often. 


3.300 AND 4.500 
RESPECTIVELY 


ATTACKS 


DEATH WALTZ. EXPLODE 
/DEATH WALTZ. 

TUNDRA BLAST 


HP: 2,000 

ATTACKS: LDDUA SPRAY 

ITEMS WON: CHAM. SPIKED 

SUNFISH XI0. FLYING 
FISHX40 


You'll have three rounds to kill Gordo before 
he uses his Loqua Spray move. This move 
will hit your entire party for a maximum of 
700HP, so make sure they're all above that 
level. Use Aika's Delta Shield to nullify the 
Chefs Pyres attacks. Cast Increm on 
Drachma, and get him to use his Tackle 
move on Gordo. This will hit for 1.300HP! 
Once Gordo is down, you can relax a bit 
while you take out the Mad Chefs. 


THE GRAND 
FORTRESS 

The Valuan Empire's about to attack Nasrad - you'd better get down there, quick! 


FLY SOUTH TOWARDS Nasrad and head into 
town to see a cut-scene. Choose to 
surrender when asked and you'll lose all the 
Moon Crystals you'd collected so far - you 
can't do anything to stop this from 
happening, so don't worry too much about 
it The team will be captured and locked up 
by the Empire now, but it won't be long 
before you make a break for it. Head to the 
lifts, then follow the screams up to the 
second floor. Aika's up here with her new 
friend, (VK30R0) 

After the fight ride the lift up to the 
Cannon Room. Go inside, climb the stairs 
and run through the tunnel. Head east and 
take the lift up the side of the fortress. Use 
the Save Point before going in through the 
door and killing the guards at the end of the 
corridor. Take the Harbor Key from one of 
them and open the door to meet up with 
Fina. Go back to the locked door at the 
bottom of the lift and use the Harbor Key. 
You'll be attacked every time you get caught 
by a searchlight here. Search the walkways 
for chests, to find a Moonberry and an 
encounter with Zivilyn Bane. This fight won't 
be a problem - just save up your SP and 
use a couple of Pirate's Wraths, or failing 
that Cutlass Fury. You'll get a Vidal Seed and 
the Unholy Dagger for your troubles. Make 
your way to the doorway and save your 
progress - as soon as you enter the next 
area, you'll come up against the 
(DRAlkbfo TANK) ! 

TO THE DELPHINUS 

Somebody will tell you to get on the lift - 
jump on, and when the Prince asks you to 
take him with you, agree. You'll now be on¬ 
board the Prince's flagship, the Delphinus. 

Tell Enrique he can come with you and he'll 
give you back your Moon Crystals. After the 
cut-scene, there'll be a ship battle - simply 
Focus until you have enough SP to fire the 
Moon Stone Cannon. You'll get some Gear 
Grease for winning the fight Accept the job 
as Captain when you're offered it then start 


to explore the ship. There are two storage 
compartments on the bridge - one contains 
a Moonberry, while the other contains 
Marco, your first crew member! Explore the 
rest of the ship and grab the Cham on the 
deck. Now it's time to set off - talk to Gilder 
to do so. Sailors' Island is directly ahead, so 
you may as well pop in and stock up on 
supplies. Talk to Polly in the Tavern and 
she'll join your crew as a Cook. The 
mysterious Lawrence will agree to join you 
in exchange for 10,000 Gold, so pay him to 
recruit him as your Helmsman. Pinta in the 
Equipment Shop will also join you as a 
Delegate. At this point, you'll also be able to 
fight (GUNARM) . by talking to Lapen outside 
the Equipment Shop. If he's too tough for 
you right now (which he probably will be), 
you can always come back later on. 

Fight Piastol for the first time (to the 
west), if you haven't done so already, then 
drop your Moonfish off at Doc's ship. You 
should have just enough (if you've found 
them all so far) to get another Black Spot 
from the Sailors' Guild. Now fly to Nasrad via 
the Dannel Strait There you can recruit 
Khazim as your Gunner and Osman as your 
Merchant There's also a Cham to pick up in 
the centre of town. 

When you're ready, fly to 
Crescent Isle. Gilder has already 


HP: 4,500 
ATTACKS: VIG0R0 S CHARM 
ITEMS WON: CANNON ROOM KEY 

This guy shouldn't cause any problems. 
Use standard attacks as well as Cutlass 
Fury, Lambda Blast and Pirate's Wrath. 
Casting Increm on your team wouldn't 
hurt, either. If Vigoro casts Charm on Aika, 
don't worry about it You could waste a 
Curia Crystal on her, but the effect will 
only last for two rounds at the most 



































sent two of his men to meet you - one of 
them will fortify your ship for 25,000 Gold, 
while the other builds you a base for 75,000. 
You should have enough to cover the ship 
costs, but you probably won't have enough for 
the base. If you need to raise some cash, do 
so by selling Zivilyn Bane's treasures, finding 
the Balloon Flower (northwest of Daccat's 
Island) and battling in the area around 
Crescent Isle. Once you've paid for the base to 
be built, choose whichever flag you want to 
represent your ship. In the cut-scene 
afterwards, choose to fill Fina with confidence 
to increase your pirate rating. 


r / Jv When you get the Delphinus, you'll gain 
* ' access to two extra Special Moves, 

during combat. The 'Crew SF command will 
appear on Vyse's menu if you max out your 
SP, and 'Prophec/ and 'Blue Rogues' will be 
available to select Both drain your SP 
entirely, but are extremely powerful. Prophecy j 
attacks using ail four characters, while Blue 
Rogues uses the members of your crew. Blue 
Rogues will do different things depending on 
which of your crew are listed as 'active' on 
^the Delphinus. 


FINDING 

YARJTOMA 

Your ship's been improved and your base is under construction. 


HP: 10,000 

ATTACKS: MOON STONE BLAST. 

SIDEWINDER. CHARGE. 

TARGET SEARCH, RAMPAGE 
ITEMS WON: BERZERKER MAIL 

Kill the Frocks first and, as always, cast Increm 
on your party. Watch out for the boss's Moon 
Stone Blast as it can kill your characters 
instantly! Charge brings one of the Frocks 
I back to life and Rampage is used when the 
boss has been hurt Block immediately after 
I Target Search, or get ready to revive one of 
your party. When the Frocks have gone, use 
blue or silver weapons and have Vyse and 
Enrique attack with special moves. Just keep 
chipping away at the boss and you'll 
get there eventually. 


HP: 7,900 
ATTACKS: WHEEL BLAST 
ITEMS WON: RISELEM CRYSTAL X 5 

This could be a hard battle, so cast Increm 
on everyone. Even so, Fina might still get 
killed when the boss uses Wheel Blast. Use 
Risan and Riselem Crystals if anyone kicks 
the bucket. Try to keep everyone's HP as 
high as possible by using Sacrum and 
don't attack without good reason. Use 
Special Moves only - obviously Pirate's 
Wrath is great, as are Gunslinger and 
Cutlass Fury. Vyse can inflict a decent 
amount of damage when attacking with a 
silver blade - keep this going and you'll 
slowly suck away at his health. 


IT’S UP TO you whether you want to collect 
more crew members or go up against some 
of the side-quest bosses, such as Rupee 
Larso. If you do go adventuring, don't forget 
to take the Cham at Gordo's Bistro, in North 
Ocean. It might be a good idea to look for 
Discoveries now, as well - it's the first 
chance you've had to do so for quite a 
vhile. If you have the White Map, now 
vould be the time to equip it. 

When you're ready, fly south of Maramba, 
then east, through the sky rift, to find 


Esparanza. Head into the main town and 
climb down a ladder to find a Cham, as well 
as 2,248 Gold. One of the huts has a switch 
which will lower a ladder for you to climb - 
take three Valuan Uniforms from the chest 
at the top and visit the lighthouse for a 
Moonfish Visit the Equipment Stall at the 
back of town for some cool new weapons 
and ship parts, before grabbing a second 
Moonfish by the ship to your left. There's 
also a Moonberry to be found in this area, 
to the southeast. Save at the Inn in the 


I 


AHOY, SHIPMATES! 


Once you've captured the Delphinus as your own ship, you can start finding 
crewmen to join you - there are 22 in total, with two for each position on the 
crew. Although you don't need to recruit them all, it's always nice to have a 
choice! 

POW Recruitment: Talk to Pow 
(the dog on Pirate Island). 

Abilities: Increases chances of 
being first to attack in a turn. 


MARCO Position: Sailor 
Recruitment: Hiding inside a 
locker on the bridge of your ship. 
Abilities: Doubles SP for one turn. 


Abilities: Increases the Dodge 
rating of your ship. 


LAWRENCE Position: Helmsman 
Recruitment: Next to the Sailors' 
Guild on Sailors' Island - pay him 
10,000 gold pieces to sign him up. 
Abilities: Increases the Quick 
rating of your ship. 

PINTA Position: Delegate 
Recruitment: Talk to him in 
Sailors' Island's Equipment Shop. 
Abilities: Protects your ship from 
Cannon attacks. 

POLLY Position: Cook 
Recruitment: Talk to her in her 
tavern on Sailors' Island. 

Abilities: Restores one 
character's MP. 

KHAZIM Position: Gunner 
Recruitment: After Nasrad has 
been destroyed, talk to him on top 
of the wall, by the docks. 

Abilities: Increases power of your 
main cannons. 

OSMAN Position: Merchant 
Recruitment: In Nasrad, after it's 
destroyed. 

Abilities: Improves chances of 
earning valuable items in combat. 

TIKATIKA Position: Lookout 
Recruitment: Discover the txa’ness 
Village (southwest of Horteka and 
north of Moon Stone Mountain), 
then talk to him at his lookout 
post in Horteka. 

Abilities: Increases Torpedo 
accuracy. 

MERIDA Position: Jester 
Recruitment: Find her note in the 
lighthouse on Sailors' Island, then 
visit Horteka's Tavern and show it 
Abilities: Increases the value of 
your ship. 


DOMINGO Position: Lookout 
Recruitment: Find over 30 
Discoveries, then talk to him in 
Gordo's Bistro, in North Ocean. 
Abilities: Improves chances of 
scoring a Critical Hit 

ROBINSON Position: Sailor 
Recruitment: He's in a ship, inside 
the Dark Rift - talk to him 
recruiting Polly. 

Abilities: Reduces amount of Spirit 
needed to attack. 

KIRALA Position: Builder 
Recruitment: Tell her that you love 
her work after meeting her in 
Yafutoma. 

Abilities: Repairs your ship 
completely. 

URALA Position: Cook 
Recruitment: After convincing 
Kirala to join, talk to her 
Yafutoma's teahouse. 

Abilities: Massively increases 
your SP. 

MOEGI Position: Delegate 
Recruitment: Joins when you save 
Yafutoma from the Blue Gigas. 
Abilities: Protects your ship from 
Magic attacks. 

HANS Position: Engineer 
Recruitment: Return to Horteka 
and speak to him at the crash site, 
offering him a place on your crew. 
Go back again after defeating the 
Blue Gigas. 

Abilities: Increases your ship's 
Magic Defence. 

DON Position: Helmsman 
Recruitment: Talk to him in 
Esparanza's bar, after defeating the 
Blue Gigas. 


KALIFA Position: Merchant 
Recruitment: Once Vyse has 
Suiran Blade from Yafutoma, go to 
Maramba and talk to her in the 
house next to the Bar. 

Abilities: Improves chances of 
discovering special items. 

BRABHAM Position: Engineer 
Recruitment: Joins when you 
build your base on Crescent Island. 
Abilities: Increases your ship's 
Defence rating. 

BELLE Position: Gunner 
Recruitment: Speak to her on 
Crescent Island, after your base is 
built 

Abilities: Increases power of your 
Secondary Cannons. 

IZMAEL Position: Builder 
Recruitment: Joins when you 
build your base on Crescent Island. 
Abilities: Increases the power of 
your Moon Stone Cannon. 

ILCHYMIS Position: Artisan 
Recruitment: After you learn the 
Riselem spell, visit his island in the 
sky twice (above the clouds, north 
of Valuan Capital) and talk to him. 
Abilities: Increases all of your 
ship's attributes. 

RYU-KAN Position: Artisan 
Recruitment: Find his island in the 
southeast comer of the map and 
talk to him once you've reached 
the reputation of Vyse the Hero. 
Abilities: Increases Attack and 
Defence ratings of your ship. 


For every character you miss, 
you'll lose a small part of the 
ending. If you want to see the 
full ending you'll have to 
catch 'em all (sorry). 



The Delphinus should make short work 
of any wandering pirates 



southeast corner of town, then visit the 
Tavern - talk to Don at a table near the back 
and Fina barges in to say that 
(THE ARMADA) is on its way. Speak to 
Enrique back at the docks and board your 
ship to start the fight. 

Fly south through the normal rift and into 
the Lands Of Ice. Search around the middle 
of the main continent to find a weird, flying 
enemy, called (ALANIA) . Engage it in a ship 
battle. There are a couple of Discoveries to be 
found here too, including the Ice Lens (on top 
of a ridge) and the Aurora, high above you. 


THROUGH THE VORTEX 


Head back to Esparanza and look for the vortex 
in the Dark Rift, to the southeast Use the Save 
Point inside and search the first area for two 
glowing shipwrecks. Go up to them to find a 
Magus Seed and some Moss Armor. There's a 
vortex ahead of you - ignore it Instead, enter 
the other one, through the hole in the cliff 
(collect the Dream Cutlass before you go 
through). Follow the wormhole through to the 
area with the glowing rocks. Treat this as a 
central hub, as it has four portals in it and a 



© 


This merchant's a jack of all trades, 
stocking equipment items and ship parts 





























© Zivilyn Bane is back but he shouldn't 
cause any major problems 

Discovery in the centre. One portal leads you 
to an area with the Aura of Valor, a 
Moonberry and a battle with Zivilyn Bane (hit 
him with Prophecy to reduce him to nothing). 
You'll get a Zaal Seed and the Chalice Of 
Blood for winning. Another portal leads you to 
some Sacrum Crystals, 2,731 Gold and a ship 
that contains Robinson, who'll join your crew if 
you've already recruited Polly. There's also a 
Moonberry on his ship. The vortex next to 
Zivilyn Bane will take you through to a Save 
Point Use it and try to leave through the final 
vortex, to fight (ANGCHLA) . Fly through the 
vortex in front of you after the fight, to return 
to the world map. 

Travel northeast and search for the 
Guardian Walls Discovery - it's just on the 
other side of the sky rift Now travel deeper 
into the area until you're challenged by a 
another craft - it's a (TENKOU SPELLSHIP) . 
which you'll have to fight After the battle, 
head down to the deck where you'll meet 
(JAO AND MAO) in a boss fight. Choose 'fight 
when given the option and battle 
will commence. Keep travelling 
north until you reach Yafutoma. 


HP: 

ATTACKS: 
ITEMS WON: 


2,600 EACH 
IRNAGUN, TATAT1M0RUTT0 
MOONBERRY 


These guys specialise in martial arts and, as 
such, aren't armed. Their attacks will hit for 
around 1,500HP. Status attacks won't work. 
Cast Increm on your party and Focus until 
you have enough SP for Prophecy. This 
should kill both of them instantly! Use 
Sacrum and other healing spells to keep 
your HP up at all times. 


ANGUILA 


ITEMS WON: CONCUSSION BOMB, 
HEAVY TORPEDO, 

TIMING VALVE 

Cast Increm and Driln straight away. Keep 
Focusing on green squares until you're given 
two options, choose to keep shooting. Fire 
off the Moon Stone Cannon when you get 
the chance, or stick to the Advanced 
Cannon / 10" Cannon combination. 



*11 Til 


ITEMS WON: SPUD WAX. SHREDDER 
BOMB. CRYSTAL BAIL 
CAPTAIN’S STRIPE. HEAVY 
HEAVY ARMOR DECK. 

12"CANNON 

The first two battles are simple enough. Cast 
Increm and Driln, then attack with the 
Advanced Cannon or the Moon Stone 
Cannon for devastating effect If you get the 
option, choose to close in. The third and final 
battle won't be so easy. At first you won't be 
able to use your Moon Stone Cannon. After 
being rammed by the enemy, you'll learn that 
you have to use Quika just before a red- 
square attack. By doing this, you can dodge 
the attack and use a Moon Stone Cannon . 
shot in the next round. ^ 



Talk to Lord Mikado, then catch the 
Moonfish to the west of the palace and rest 
in the guest house to the northeast. Take the 
lift to the south - there's a Cham to find 
between the waterfalls to the east. Jump 
into one of the small boats to the west, then 
take it to the opposite dock Flick the 
switch by the western bridge and use your 
boat to take the Moonberry from the chest. 
Drop down the waterfall to the south and 
find Kirala on the building site. 

Compliment her work and she'll join your 
crew. Make your way back up to the 
teahouse where Kirala's sister works. Urala 
will now join your crew. Explore the town 
and buy what you need from the Equipment 
and Item Stores. Go through the secret door 
in the Item Shop to get 3,000 Gold. 

Make your way down to the docks and 
save your progress. Lastly, visit the Ship 
Merchant and buy whatever you need from 
him. It's a good idea to stock up on Deluxe 
Kits, as they're very cheap here. Talk to the 
Merchant to get an escort to 
the mountain and to receive v .f 
the Underwater Suit 



MOUNT KAZAI 

Unlike Shrine Island, you'll have to flood this place in order to progress. 


SLIDE DOWN THE rope and walk through the 

underwater corridor. Hit the switch in the 
main room, then head left and hit both the 
switches in the next area. Go back to the main 
room and head for the opposite doorway. This 
will lead you to a room containing many 
pools of water. In the middle there are four in 
a row - head into the second one from the 


left You'll land on a walkway, from which you 
can get to another switch. Hit it and head 
back to the main room. 

There's one more doorway in here - go 
through and follow the corridor to the T- 
junction. Turn right and drop into the water. 
Explore the submerged cavern until you find a 
slope leading to an encounter with Zivilyn 
Bane. Hit him with Pirate's Wrath or Prophecy 
to see him off and earn a Dexus 
Seed, as well as the Windsong 





HP: 11,100 

ATTACKS: STEELSKIN, ICE STORM 

ITEMS WON: MOONLIGHT ROBE 

This will be a long battle. Cast Incremus or 
Increm and change Vyse and Enrique's 
weapons to yellow. Cast Sacrum whenever a 
character gets below 1,800HP. Use high- 
powered special moves such as Pirate's 
Wrath to cause some major damage. 

Once every couple of rounds, Tortigar will 
cast Steelskin, which lasts for one round. 
During this period, it will shrug off all attacks. 
Occasionally it will cast Sacrulen, thus 
regaining all its HP! If you get the attacks in 
quickly enough, it won't get the chance to 
heal itself. Tortigar can also turn your 
characters to stone. 


Orb. Go back to the place where you 
dropped into the water - there's another 
passageway leading to the final switch. 

Now you can go back to the main room 
and drop into the water. Follow the 
passageway and climb the rope to find a 
Moonfish. Slide back down and take the 
Cham further down the passage. At the 
junction, go straight on to find a Moonberry. 
By now, you should've learned most of the 
Special Moves. Go back and take the 
alternative route. 

Aluspheres inhabit the next area. 
Judgement is probably the only move that 
will hurt them to any degree, so save your SP 
and use it whenever you can. In an upcoming 
corridor you'll have to fight against four 
groups of these creatures! There's a way 
around it, but we suggest fighting them for 
the experience points. Follow the corridor and 
save your game before stepping onto the 
platform. As you approach the door 
(TORTIGAR) . the Blue Moon Crystal's 
guardian, will appear - you'll have to fight! 

After the battle, head into the chamber to 
receive the Blue Moon Crystal and save your 
game once more. Talk to the Merchant 
outside and he'll take you back to Yafutoma. 



CHAPTER 12 


SAVE YAFUTOMA 


You're heroes - again! As usual though, you haven't got rid of the Blue Gigas just yet.. 


NOW THAT THE Blue Moon Crystal has been 
returned, visit the palace, then rest up for 
the night - but even as you sleep, an 
intricate plot is being woven by the enemy! 
When you get to the docks, the Armada will 
be waiting for you. Choose to wait and see 
what happens and, when the princess 
brings the bad news, run and hide. 

Go into the secret passageway and grab 
the Sacrulen Crystals to the right. Go back 
the other way and jump into the transport 
pod. Make your way along the Tenkou 
Island walkway - there are Tenkou to fight, 
as well as a Cham to find on the way up. 
Talk to Daigo and agree to help, before 
catching the Moonfish in the northeast 





HP: 3,000 
ATTACKS: INCREM, 

ITEMS WON: MAGIC DEWX4 

This should be easy. Take out Muraji's 
soldiers as you did before, then land a 
couple of special attacks on the man 
himself. Muraji has a couple of magic 
attacks, but they're nothing you can't 
handle. The boss is also vulnerable to 
status attacks, such as sleep, so make 
use of them! 
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corner. Make your way back to the 
transport pod - once you get close enough, 
you can board the Delphinus. Fight the 
soldiers that meet you, then make your 

way up to the bridge to battle (MURAJIJ . 

Once you're back in control of the 
Delphinus, you'll be drawn into battle with 
Vigoro and his ship, (THE DRACO) More or 
less straight afterwards, you'll have to fight 
the Blue Gigas, (BLUHEIM) - make sure to 
repair your ship towards the end of the 
previous battle! Afterwards, Moegn will 
your crew and you'll receive the - 

Book On Polarity 


It's tii 


time to head back to base, although you might want to take care of a few things first. 


HP: 

ATTACKS: 
ITEMS WON: 


5,000 EACH 
CHAK MOL 
RISELEM CRYSTAL 
AURA OF VALOR. 
TROPICA 



ATTACKS: BLUE LIGHTNING. 

PHOENIX RAY. 

BLUE WIND 

ITEMS WON: CAPTAIN’S STRIPE 

It's going to take a hell of a lot of fire 
power to take this bird down. 

Immediately cast Increm and Driln and 
top them up as soon as their effects 
fade. Your Yamoto Spirit cannons will hit 
for around 12,OOOHP, and your Moon 
Stone Cannon for 25,000. A Torpedo and 
Moon Stone Cannon combination will 
inflict an impressive 30,000+HP damage! 
All three of the Gigas's moves will hurt 
you for a maximum of 7.000HP, so don't 
worry too much. 

Get around the Blue Wind by using 
Guard in the round that is uses it - 
usually before a couple of red squares. 
This fight will take a bit of time, bqt / 
eventually Yafutoma will be savedjV' ^ 




ITEMS WON: CAPTAIN’S STRIPE 

Unless you're firing the Moon Stone 
Cannon, always defend on a red square. 
Cast Increm and Driln as soon as possible. 
The Moon Stone Cannon will hit for 
around 25,OOOHP, so two shots should 
take out The Draco. You won't need to 
heal too often, as The Draco's main 
cannon only hits for 5.500HP if you Guard. 


HP: 10,500 

ATTACKS: AVALAUNCHER. 

DEATH LASER 

ITEMS WON: CRVSTAlfN BOX 

This boss can be a complete nightmare if 
you don't have the correct equipment 
Before you challenge it equip your party 
with Silvite Rings. If you don't have these, 
you're in for a very tough battle! 
Avalauncher will hit any party members 
in the way for around 1,700HP, while 
Death Laser will cause instant death 
UNLESS you have a Silvite Ring equipped, 
in which case it'll hit for around 20OHP. 

Cast Incremus, then keep Focusing 
and casting Judgement and Pirate's Wrath. 


© The Roc isn't the trickiest of opponents 
- it's harder to find than it is to beat 

W CHOOSE TO FLY east when back on the 

Delphinus and look for a hole in the stone 
reef, to the southeast of Yafutoma. Now it's 
time to do some recruiting - Hans, Kalifa 
and Don are now available to join your 
crew. It's also time to do the quest for the 
final Abirik Cham. Talk to the woman 
making Kabal Skewers in Maramba, then 
speak to the woman behind the bar in 
Esparanza. Go back and forth between 
them a few times until the woman in 
Esparanza gives you a list of ingredients. 
Collect the Kabal from Gordo's Bistro, 
Gentum from Nasrad's Item Shop (speak to 
the Merchant) and Khale from Spice Island 
(an invisible Discovery directly north of the 
Uguisu's Nest, northeast of the Dark Rift). 
Take the herbs to Esparanza, then go back 
and forth between the two women until 
you receive your reward. 

Head back to Crescent Isle now to 
discover that the world is round and that 
your base has been completed. Brabham 
and Izmael will now join your crew. Speak 
to Belle nearby to get her to join as well, 
before catching the Moonfish near the 
stairs up to the Delphinus. Grab the Cham 
from behind the Engineering Hut, under the 
stairs, then go up to the island surface. 
There's a second Cham to be found near 
the flagpole - you can change your flag 
design here, if you wish. Catch another 
Moonfish at the top of the lift, before 
going back down again. Talk to Osman (in 
the cave) and give him the money needed 
to renovate the shop. 

Use the lift to get up to the Meeting 
Room and head inside. In the morning, buy 
some new parts for your ship from the 
shop near the dock, before taking off. You 
may also want to talk to your Builders, 
before you go. 

Vyse's title should be 1116 Fallen Pirate', 
now - head to Sailors' Island and check the 
bounty list, selling your Discoveries at the 
same time. Now is a good opportunity to 
catch up on your fights with Piastol and 



deliver more Moonfish to Doc. You may 
also want to fight the (IXANESS DEMONS) 
on a ship near their village in Ixa'taka. You 
could also visit Nasrad to find 
(THE IMPOSTORS) lurking next to 
the palace. 

THROUGH THE VORTEX 

When you're ready, fly to the Lands Of Ice at 
the bottom of the map. Use the bird's eye 
view to spot the temple under the ice, at 
the southern end of the continent. Grab the 
Cham from the entrance, go inside and talk 
to the first Guardian Stone. Answer 'Power 
Of Ice', then slide down to the next area. 

The answer here is Two' and the answer to 
the third Guardian Stone is 'Will and Spirit.' 
Head down the path to arrive in Glacia. 

Follow the path until you come to the 
first T-junction. Go left to find Aika's Ice 
Splitter, then head back in the other 
direction. At the second T-junction, head left 
for a confrontation with Zivilyn Bane. Focus 
and use special moves until he dies, to 
receive an Zaal Seed and the Winter Orb. 

At the third junction, there are three 
possible routes: turn right to get a Cham, 
go straight ahead to find the Frostblade 
and left to reach a Save Point Heal yourself 
up, as you're about to fight (VELTARN) . 

Once this boss is defeated, travel 
across to the temple and grab the 
Moonberry from the right. Go inside and 
you'll find Drachma and the Purple Moon 
Crystal. When Drachma tells you he's 
leaving, let him go. Now it's time to 
return to Crescent Isle. 


Have Aika use Delta Shield every turn, after 
casting Increm on everyone. Your 
opponents use a number of spells like 
Drilnos and Noxus, and this will stop them 
from hitting home. They'll also boost their 
own stats, so get ready with Fina's Lunar 
Winds. Look out for the Chak Mol attack, 
which hits your entire party for around 
1,700HP and causes Fatigue. Use items 
rather than spells to heal yourselves and 
max out your Spin order to use Prophecy. 
This will kill your foes instantly, or at 
least leave them on their last legs. 


HP: 

ATTACKS: 
ITEMS WON: 


6,000 EACH 
REVENGE, CUTLASS 
FURY, ANITA BURST 
TUNA CUTLASS. 
SWIRLMERANG. 
FOCUS ROBE 


Use Increm as usual and stop the bosses 
from improving their abilities with Lunar 
Winds. Delta Shield will be useful, as Faina 
likes casting spells like Drilnos. Focus and 
use healing items with your other 
characters to max your SP, then use 
Prophecy. This should knock off about two 
thirds of your doubles' health. Land a 
couple of special attacks on Faina to finish 
her off and stop her from healing the 
others. That done, stop using Delta Shield 
and switch to Justice Shield. Go for Anita 
next, followed by Vize. As a whole, these 
bosses behave very much like your own 
characters, so you should know pretty 
much what to expect from them. 



THE YELLOW 


The Delphinus has been upgraded - you can now fly above and below the clouds! 



ITEMS WON: CAPTAIN’S STRIPE, 
THUNDER CUTLASS 

This Gigas is relatively easy to defeat - the 
Delphinus should have over 50.000HP by 
now. When protected by Increm, Voltigar 
and the Photon Charge will only hit for 
around 3,OOOHP. The Ancient Cannon tends 
to miss, so stick to the Torpedo and the 
Moon Stone Cannon. This combination will 
hit for around 55.000HP! 


HAVE A LOOK around your island now and give 
money to anyone who needs it Go up to 
^the Meeting Room - there you'll decide on 
your next destination. 

Fly to Ixa'taka and search above the 
clouds (near Rixis) for a huge red Roc. You 
can also find Obispo flying above the 
clouds, near the Squid's Nest Discovery to 
the north of Crescent Island (directly south 
of the Dark Rift). Finally, the Giant Looper 
is southwest of the Ruins Of Ice and 
northeast of Yafutoma. 

Now fly to the Valuan Capital. Above the 
clouds to the north, you'll find llchymis' 














































Island. Talk to him and try to get him to join 
your party. Leave, then return and ask him 
again. As long as you've learned 'Riselem' 
he'll join as an Artisan. Crab the Cham, 
then head over to the southeast corner of 
the map. You'll find Ryu-kan's house at the 
'normal' height for your ship. He'll join your 
party as an Artisan if Vyse's pirate rank is 
'Hero' or above. Return to base and Ryu- 
kan and llchymis will set up shops near 
Osman. Give money to whoever needs it 
and set off again. 

Head back to the Ruins Of Ice, but this 
time go in via the entrance under the 
clouds. There's a Moonberry here, as well 
as a Moonfish to catch. Next, go to 
Hamachou Island, above the Dark Rift, for 
another Cham. 

Fly under the clouds along the east coast 
of Valua now, until you find the 'Dancing 
Lights' Discovery. This marks the entrance to 
the Maw Of Tartus. At the first junction, go 
right and grab the Dexus Seed from the 
yellow crystal. Take the other route at the 
junction now - at the second fork, go left for 
a Moonberry. Double back to the junction 
and take the right-hand route for a Save 
Point. Use it, then go through the passage 
behind it. In the next area, climb as high as 
you can, to face ( YEUGAR) . Once it's been 
defeated, receive the Yellow Moon Crystal 
and climb above the clouds, travelling back 
to Crescent Island. Go up to the Meeting 
Room, where you'll find Gilder. 
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(Gilderf 

so you went to Yafutoma and then on to the 

Land of Ice. huh 7 Just listening to your stories 

makes ny adi 


Gilder arrives to see what you've 
been up to 





WHERE IS THE 
FINAL CRYSTAL? 


Galcian is preparing to overthrow the Empress - you'd better stop him! 


around, then turn right twice to receive a 

Moonberry. Carry on along this path and go 
straight on at the junction to find a moving 
platform. Go straight on for another 
Moonberry, then double back and turn 
right twice. Go left at the crossroads for 
some more Silver Armo*, then turn 
around and go left again. During the cut- 
scene, say 'who do you think you are', then 
head back to Crescent Island. 


HEAD DOWN TO your ship and set sail for 

Dangral Island. It can be found northeast of 
Shrine Island, below the clouds. Capture the 
Moonfish in the southeast corner of the 
first area, then climb down the ladder, into 
the facility. Go straight ahead at the 
junction and be sure to check all of the 
grates, to see what's inside them. Turn left 
at the next junction to get to the power 
room, where you can switch off the fans. 
Now go back and take the alternative route 
through the fan area. You'll come to a 
corridor with several doorways. Take the 
first on the right and follow it down some 
stairs to the Ship Schematics. Grab them, 
then go back into the room and to the far 
end of the dock for the final Moonfish. 
Make your way back up the stairs and take 
the opposite doorway to find chests 
containing an Imperial Blade, two Sacrum 
Crystals, a Moonberry and 4,000 Gold. 

As you try to get back to the Delphinus, 
Galcian will stop you. Thankfully, Gregorio 
will hold him off. Use this chance to get 
back to your ship with the plans. Head 
back to Crescent Island, dropping your 
Moonfish, visiting the Sailors' Guild and 
fighting Piastol for the last time, along the 
way. Back at your base, get Brabham to 
upgrade the ship and give Ryu-kan some 
money to upgrade his shop. 

The vortex can be found between Pirate 
Island and Shrine Island, under the clouds. 
Once you've reached the ocean floor, use 
the Q button to send out a sonar wave. 
Potential treasure sites will show up as T. 
You can double-check a square by moving 
to a nearby location and trying again. 
Sometimes the object will be a Raja, 
which is a giant fish. Visibility down here is 
poor, so a high percentage of your attacks 
will miss. Two hits from the Ancient 
Cannon will kill a Raja. There are three 
items to find down here: two Veloriums 
and Fina's Ship. They can be found at the 
following coordinates.. 

Example: (6, 4) = six squares right from 
your starting point and four squares up. 

(1.4) Velorium 

(7.4) Velorium 

(4, 0) Fina's Ship 

Once you have the ship, De Loco will turn 
up and challenge you, in 
(THE CHAMELEON - PAGE mV 

BACK IN BLACKBEARO 

Head to Sailors' Island now - on your way 
there, you'll be challenged by a familiar 
face Baltor's back in the (BLACKBEARD it) } 



The Blackbeard 


When De Loco 
latches onto 
ou. he won't 


One decent 
combo and it'll 
be shot out of 


escape your 
attacks. 


Don't bother 
with magic, 
apart from 
Increm and 


Land on Sailors' Island and Enrique will 
leave the group. Tell him to 'be careful', 
then upgrade your ship and equipment 
at the shops, before setting out for 
Crescent Island. 

After a series of cut-scenes, you'll 
come under attack! Defeat the Shadows, 
then it'll be time to fight Ramirez. Tell him 
that he'll have to kill you before he gets 
the crystals. This fight is pointless as, even if 
you manage to survive for a while, there's 
no way that you'll ever dent his energy 
bar. Just get yourself killed without using 
up any items. 

After the fight, tell Aika that you won't 
give up, then tell Fina that you understand 
and that you'll go anywhere with her. Gilder 
will now rejoin the group. Before you leave, 
give Ryu-kan the Velorium that you found in 
Deep Sky and buy some new equipment. 

It's time to go to the Great Silver Shrine - 
use the boat by the flagpole to get 
there. Make your way to the light in 
the centre and transport yourselves A 
to the inner shrine by pressing © 

Go straight on up the path, - 
past the junctions to find Jrh 
some Silver Armor. Turn m 


ITEMS WON: CAPTAIN S STRIPE. 
TWIN TURBO. 
MAGIC SHELL 


Remember that visibility is low, so a lot 
of your attacks will miss. It won't take 
much to knock De Loco out - you just 
have to be patient and wait for one of 
your attacks to hit 

After destroying him for the first time, 
The Chameleon will fire its Harpoon 
Cannon. Now that it's closer to you, it 
won't be so difficult to hit An Increm / 
Torpedo / Ancient Cannon combination 
will knock the ship for six. 


ITEMS WON 


TIMING VALUE. 
SPHERICAL FIGURE. 
HYBRIO WAX 


As long as you prepare yourself, you can 
take this ship out with one attack. 

Cast Increm and Driln, then use the 
Torpedo/Ancient Cannon combo for 
15.000HP of damage! 



































SHIES QF RRCRDIH LEEEflDS 




Galcian has all the crystals - you need to get them back before he destroys the world. 


TAKE OFF IN the Delphinus, then land again to 
receive the Voriik Blade from Ryu-kan. That 
done, it's time for another bounty fight - this 
time with (DAIKOKUYA) . Head over to the 
Lands Of Ice and climb above the clouds to 
find him by the Aurora. That done, collect 
your reward, stock up on items and head 
back to Dangral Island. Head down to the 
room before the ship dock to find a large lift. 
When you try and activate it, you'll be 
dragged into battle with CVIGORO) . 

If you manage to win, open the door in 
front of you and climb the ladder on the far 
side of the room. Use the lift to reach a Save 
Point - head down the passage just past it to 
see a cut-scene and the (EUMINATOR) will be 
summoned to fight you. Get out of here as 
soon as it's defeated and try to enter Soltis, 
before heading back to Crescent Island. Say 
'we can't let Galcian get away with this' in the 
cut-scene. Go and find Aika and Fina now - 
put your arm around Tina (by the flag) and 
tell Aika (at the meeting room balcony) that 
you're scared too. Board the Delphinus for a 
big ship battle - say 'let's make history 
before your first encounter. This will be 
against a Valuan Mage Ship, with 
the second against Galcian's Elite 
and the final one being the mighty a 


HP: 22,000 

ATTACKS: NEGLORA. REVOLVER. 

TERMINAL 

ITEMS WON: VALUAN MEDALLION 

Galcian has a number of moves, but they'll 
only affect one person. Make sure that your 
party is always covered by Increm and use 
Pirate's Wrath to slowly wear the boss down. 
Be patient, and remember that it's more 
important to maintain your party than to 
attack. It could also be a good idea to use 
Aika's Delta Shield to protect yourself from 
Galcian's magic attacks - especially as he 
likes casting Etemes and Etemum! 



(HYDRA) . Galcian's Sky Fortress! With the 
Hydra defeated, you can board it and make 
your way to the bridge, where (GALCIAN) is 
waiting for you. Make sure to collect the X 
Cannon, Moonberry, Sacrulen Crystals and 
Magic Dews from the chests along the way. 

This is the last chance that you'll get to 
explore the world, so if you have anything 
else that you want to do, do it now. 
Otherwise, head for Shrine Island. 

The island's defence mechanism will kick 
in, so use your Moon Cannon to knock it out 
You'll receive a Complete Kit, a Sparkling 
Deck and a Moon Gun for your trouble. 

Head to the double doors at the base of the 
shrine. Make your way through the corridors 
and be sure to take Cham (in the 
northernmost chamber of the second ring) 
before leaving the area. 

Soon you'll come to the inner regions of 
the shrine - use the transporters to get 
about Take the final Cham on the bottom 
floor and eventually you'll have the choice of 
a transporter or a door. Moonbenies can be 
found through some of the doors, while 
another contains (LORD BANE) . Keep using 
the transporters until you * ^ 

reach Ramirez and the 
(FINAL BOSSES - PAGE IlD ! 


ITEMS WON: 


CAPTAIN S STRIPE. 
MOON CANNON. 
MOON TORPEDO 


This is going to be a very long battle - 
preparation is the key. Before you even 
start attacking, use Increm, Driln and 
Urala to get your SP up. The Moon Stone 
Cannon is the key to winning. Attack the 
hull when you get the chance. The most 
successful attack will come if you use the 
Moon Stone Cannon on a red square, 
resulting in anything up to 
60.000HP damage! 


HP: 14,500 

ATTACKS: CANNON FIRE. 

RANDOM FIRE 
ITEMS WON: PARANTA SEED 

Vigoro now has a rocket launcher that 
will hit you for up to 2.500HP, so cast 
Incremus as soon as you can. Focus or 
Heal with Gilder, Aika and Fina, and use 
Pirate's Wrath with Vyse. Several hits from 
this move should see him off. 


HP: 

ATTACKS: 
ITEMS WON: 


26,500 

BLASTER, LASER BLAST 
MOONBERRY 


Treat this battle in the same way as the 
battle with Vigoro. The only difference is 
that it'll take slightly longer, as this boss 
has more HP. You really shouldn't have 
any trouble with this fight 


m 


r y 


HP: 

ATTACKS: 
ITEMS WON: 


22,000 

NEGLORA. DEV0LVER. 
TERMINAL 
VALUAN MEDALLION 


Galcian has a number of moves, but 
they'll only affect one person. Make sure 
that your party is always covered by 
Increm and use Pirate's Wrath to slowly 
wear the boss down. Be patient, and 
remember that it's more important to 
maintain your party than to attack. It 
could also be a good idea to use Aika's 
Delta Shield to protect yourself from 
Galcian's magic attacks - especially as he 
likes casting Eternes and Etemum! 


attack s 
particularly 


when you 
need him? 

Galcian's 
hard, but 




Use a Riselem crystal if any of 
your team are killed 


ITEMS WON: CAPTAIN S STRIPE. 

MOON CANNON. 
MOON TORPEDO 

This is going to be a very long battle - 
preparation is the key. Before you even 
start attacking, use Increm, Driln and 
Urala to get your SP up. The Moon Stone 
Cannon is the key to winning. Attack the 
hull when you get the chance. The most 
successful attack will come if you use the 
Moon Stone Cannon on a red square, 
resulting in anything up to 6O,O0OHP 
damage! 


battle will 


Cannon to 
good effect 


HP: 

ATTACKS: 


ITEMS WON: 


12,000 

EXPLOSIVE POWDER. 
MEDICINE BOX. PIPES 
OF DOOM. MAGIC 
LAMP. VASE OF 
ECHOES, BURST 
MAGUS SEED. 

ORB OF SERENITY 


Don't bother with Increm, as the boss 
will just dispel it. If Enrique's in your 
team, use Justice Shield to minimise the 
damage you take, while Focusing to get 
your SP high enough for a Prophecy. 
Watch out for Explosive Powder, as it'll 
cause around 2,500HP damage to your 
entire party! Medicine Box, meanwhile, 
gives the boss a number of stat bonuses 
- use Lunar Winds to get rid of them. 
Ignore the Zivilyn Banes that Lord Bane 
summons and let Prophecy deal with 
them. Keep using Prophecy until Bane 
kicks the bucket 


Lamp strips 
you of your 


obscene 
amount of 
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ITEMS WON: CAPTAIN’S STRIPE 

Yet again, this battle is all about being 
patient. As long as you Guard the red 
squares, none of the Gigas's attacks will 
hit for more than 12.000HP. Choose to 
get in close, and always keep firing, as 
this is the only way to get the Moon 
Stone Cannon up. A Moon Gun / 
Torpedo / Moon Stone Cannon combo 
will hit for over 40,000HP! This is the 
only way to go. 


HP: 

24,500 

ATTACKS: 

DESTRUCTION. SILVER 


NIGHTMARE. SILVER 


BINDS, SILVER ECLIPSE 

ITEMS WON: 

THE WORLD IS SAVQ)! 


Use exactly the same tactics as for Ramirez His 
Silver Nightmare move will take control of a player 
for one round and will force them to use a Special 
Move against their allies. This can be a weak move 
(if it uses Lambda Burst) or a powerful one (if it 
uses Pirate's Wrath). As always, Pirate's Wrath is 
the only attack worth using 


Now you can sit back and watch one 
of the cheesiest endings you've ever 
seen, safe in the knowledge that the 
world is a better place. 


I ITEMS WON: NONE 


For some reason Ramirez has far fewer HP 
than he did a little while ago. Get 
Incremus cast, then use Delta Shield to 
stop Drilnos and Ramirez's death magic 
from taking effect Try to keep your HP 
above 2,000, probably by using crystals. 
The only move worth using is Pirate's 
Wrath, which hits for around 5.000HP Be 
extremely patient and get the attacks in 
when you can. When Ramirez has been 
defeated, he'll merge with the Silver Gigas. 


All Zelos's 
attacks 
come from 
its centre 
section 


.cjiJKk 

© Ramirez doesn't use Silver Tundra the 
second time around 


• % » 


A 
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© Prophecy s a waste of SP, as he 
didn't bring any mates along 


© Moon Lament causes real damage, 
towards the end of the fight 


lift 

A M,. 


Silver Nightmare controls one of the group 
and uses a special move against you 
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WELCOME TO ADVANCE... 

A good selection of stuff this month with CTAdvance 3 
providing the petrol heads among you with a quality 
driving simulation. Donkey Kong Country is 
platforming in its purest form while Sega Arcade 
Gallery is a retro-fan's joy, although Out Run is the 
only one of the four games likely to sustain your interest 




You'll never put a better bit of butter^ on your knife 



Fancy taking a Lancer for a whirl? 


© Maintain a good racing line. 
This is not a good racing line! 


c;TA4»mc«3 


aBDD 


3 TUNING 




Buy new parts to boost your 
cars performance 


GT ADVANCE 3 

PRO CONCEPT RACING 




111 


© Graphically, there are 
looking racers on the 


better 

GBA 
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PUBLISHER THQ 

DEVELOPER 

MTO 

GENRE: 

MIXED 

PLAYERS: 

1-2 

RELEASE: 

OUT NOW 


5TRTS 

■ A TOTAL OF 97 CARS 

■ BA’TFRY BACK UP 

■ LINK CABLE MULTIPLAYER 

■ i 7. 


MASTERING THE COURSES in cr 

Advance 3 is a must if you want to 
compete on the higher competitions. 
Unlike the arcade titles that dominate 
the racing genre on the GBA, you'll need 
to have your racing lines complete in 
your head as well as an understanding 
of how far you can take your car - it's 
all too easy to spin out if you go 
sideways around a corner for too long. 
This means that while CT Advance 3 
may suffer from the usual problems of 
racing sims - that is, initially being too 


slow - it soon heats up into a tension- 
filled game where every comer counts. 

As well as 97 unlockable cars you 
also get to fiddle around underneath the 
bonnet However, the Tuning mode 
disappoints slightly as there isn't much 
to do. As you win first places and break 
records you unlock upgrades such as 
racing seats, computer chips and 
lightweight chassis, which improve the 
performance of your car (you can also 
unlock vehicles using this method). 
However, instead of messing around 


with gear ratios or anything else as 
involving as that, you simply fit the part 
and reap the rewards. 

It may not be the prettiest racer 
around but CT Advance 3: Pro Concept 
Racing excels where racing games need 
to - the handling. It's fun, demanding 
and rewarding, and there's enough 
features (such as the addictive Drift 
Combo mode) to keep you going 
for a long time. Definitely 
worth a look if you're into 
your racing games. 







































® inFDRrnRTinn 


5TRT5 

I PORT OF THE SNES CLASSIC 

| TWO NEW MINI-GAMES 


| BATTERY BACK-UP 

| STILL LOOKS THE BUSINESS 



Be a big 
monkey, leap 
around in trees 
and collect 
bananas. It's 
the life we 
dream of on 
CUBE! 


© DKCs 
graphics 


caused 
something of 
a stir when it 
appeared on 
the SNES. It 
looks like 3D! 



DONKEY KONG COUNTRY 


Nintendo 
goes Ape in a 
Super NES 
stylee! 


WE’VE ALL PLAYED this game before. 
Back in 1994 it was released on the 
SNES to an amazed public. Using 
advanced CC that blew away anything 
previously seen on the 16-bit system, 
Rare took 2D visuals to new heights and 
this is what first got them noticed 
worldwide. The rest of that story you'll 
be only to aware of! 


On the GBA, the original Donkey Kong 
Country has remained pretty much intact. 
The graphics, while notably stripped down 
in the watery levels, still look impressive, 
and gameplay-wise nothing has changed. 
The only real criticism is of the remixed 
music which is a bit of a letdown. 

The visuals wowed people perhaps a 
little too much when the SNES version 


Out Run is a true legend 
Vjy in gaming history 
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TENDENCY 
FOR NO 





A 

KILL YOU 


appeared, but the over-used word 'solid' 
comes to mind when playing Donkey 
Kong Country. 

Nowadays. It's all very generic stuff and 
not nearly as fun as you might remember. 
Still, it's a decent enough platformer 
game and represents an 
important chapter in 
videogame development. 

Pure gaming 
on the go 

ANYBODY WHO GREW up in the 

Eighties will immediately be at home 
with these four titles. Out Run, After 
Burner, Super Hang-On and Space 
Harrier are all here, and each one is as 
playable as ever. Well, three are at 
least - in its arcade form After Burner 
employed the use of a special yoke for 
control, which lent itself to the 
experience in a big way. With the 
simple digital pad on the GBA it 
instead becomes a bore with awkward 
controls and a tendency to kill you for 
no obvious reason. 

There are some graphical issues to 
contend with, but this is more of a 
testament to the power of SEGA's 
arcade hardware than anything major. 
The only real problem is the lack of 
battery back-up for saving high 
scores, which is a pretty dismal 
when dealing with games where your 
score is so integral to repeat rnTT^ 
goes. Still, this cartridge is 
worth it just for Out Run. 


■ FOUR ARCADE CLASSICS 

■ NO BATTERY BACK-UP 

■ SO KEEP A PEN AND PAPER HANDY 

■ 0\ IT: \ . appeal LONG TERM 


SEGA ARCADE GALLERY 
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dons its trenchcoat and shades, in 
an attempt to infiltrate the world's most 
heavily guarded development studios... 


STUDIO EYE 

® inFORmRTinn 

PRODUCTION STUDIO 4 

START UP OAIf SEPT ’93 

fOUNOERb SHINJIMIKAMI 

WEB SITE WWW CAPC0M.C0.jp 

3 13 UCHIHIRANO MACHI 
CHUO-KU. OSAKA 
540-0037. JAPAN 
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■ GAMECUBE. PS2, XBOX. PC. G8A 

uRcnnciES 

■ 'ALWAYS HAPPY TO CONSIDER JAPANESE¬ 
SPEAKING PROGRAMMERS AND ARTISTS 



PRODUCTION STUDIO 4 



DID YOU KNOW that it takes three 
months to travel to Japan on the back 
of a dolphin? Well, now you do. CUBE'S 
budget meant that this was our only 
way of getting to see the Osaka-based 
Capcom studio, and hopefully goes 
some way to explaining why this 
particular Studio Eye has been delayed 
so many times. 

Back in the latter half of last year, 
Production Studio 4 was suddenly 
thrust into the limelight when it 
announced its undying love and (more 
importantly) dedication to the Nintendo 
philosophy. Five totally original titles, all 
of them coming to the GameCube. It's 
a popular misconception that Capcom's 
Production Studio 4 was created solely 
to develop GameCube-exdusive titles, 
but the truth is that the studio was 
actually formed back in 1999. Put 
together and headed up by Shinji 
'Resident Evil' Mikami, the studio has 
developed for many platforms, and only 


now is it concentrating almost 
exclusively on GameCube software. 

The studio has 120 employees who 
are split into five main groups. With two 
of the five PS4 titles on Japanese 
shelves, some of the teams have 
been dispersed in order to help with 
the massive tasks that are Resident 
Evil 4 and the reworking of Dead 
Phoenix. Despite only having three 
GameCube titles on the go as opposed 
to five, the studio is now more busy 
than before due to RE4 entering full¬ 
time development 

Head honcho, Mikami-san, has had 
his work cut out overseeing all these 
titles, but just recently he stepped 
down in order to get more involved in 
the creative process. With the workload 
reduced, the man who masterminded 
Resident Evil can now concentrate on 
his role as Producer to Gouichi Suda's 
(Grasshopper Inc) Killer 7, and pay 
more attention to RE4. 



























IN THE 

CUBE WITH... 


HIROYUKI 

KOBAYSHI 

POSITION: PRODUCER, RE 4 
COMPANY: PRODUCTION STUDIO 4 


This is the first time 
we have featured a Japanese 
studio. Many UK studios look very 
similar to one another. Is this the 
case with Japanese studios? 

HK: I can't really compare the 
similarities between studios in UK 
since I've never visited studios 
there. However, I can say that 
most of the time our teams are 




So what of all the rumours that 
PS4's 'GameCube-exclusives' will be 
appearing on other formats? Well, here 
are the facts. The only game that is 
legally contracted to be a full-on 
GameCube-exdusive title is RE4. 
Capcom has never said that the other 
four games were exclusive titles, only 
that they weren't planned for any 
other platforms, and at the moment 
the company is not developing PN03, 
Viewtiful Joe, Dead Phoenix or Killer 7 
for any platform other than the 
GameCube. If P.N.03 and Viewtiful Joe 
under-perform in 

the US later this year, the situation 
could change, but so what? All you 
need to know is that some of the 
most talented creative minds are 
hard at work on three potentially huge 
titles for your machine... and one of 
them, namely Kobayashi-san, took 
time out to chat to us. Just 
over to the right, see? 




Product No 03 
leads the way for 
Production Studio 
4's five-pronged 
attack on the 
games industry 


working 24 hours a day. 

What other jobs have 

you had? 

HK: I've only ever worked at 
Capcom, so I have no experience 
working in other companies. 

CUBE How many people 
work in your studio? 

HK: About 120 people. 

i .;e L- lz Do you have an 'ethos' 
for making great games? 

HK: We always dedicate one 
hundred per cent of our time 
and efforts to enhance game 
quality. Titles that are created 
by meticulous creators in our 
studio are something we are 
very proud of. 

C. J B What do you think are 

the main differences in the way 
Japanese developers and other 
developers make their games? 

HK: Like I said, I have never had 
a chance to visit American or UK 
studios. However, my guesses are 
that, just like our R&D, they form 
a team and the title is worked 
and created within team units. I 
think teamwork in American and 
UK developers is very strong. 

CLj .1E What qualities do you 
look for in the people you 
employ? 

HK: They need to have a strong 
sense of eagerness in their 
pursuit of quality. They also need 
to know how to have fun in their 
spare time. 

Out of all the PS4 
titles, which one has the 
biggest team? 

HK: The RE4 team is one of the 
biggest teams in R&D4. 
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SlAYING IN FOR THE SUMMER? 

Going on holiday? You'll need these prizes then... 


STAYING IN FOR THE SUMMER? 

JOYTECH COMPO 
CUBE, PARAGON PUBUSHING 
PARAGON HOUSE 
ST PETER’S ROAD 
BOURNEMOUTH 
DORSET, BH1 2JS 


The editor's decision is final. No correspondence will be entered into. Employees of 
Paragon Publishing or any companies related to this competition may next enter. 
The dosing date for entries is 31 July 2003. Proof of sending entries is not proof of receipt 


. . . in other words, everything you'd ever need to play your GameCube 
on the move. Regular readers will already know that we scored the 
JOYTECH screen a mightily impressive 5/5, rating it as the best mobile 
screen on the market. What's more, it has incredible SRS 3D surround 
sound, four headphone sockets, and comes with a FREE in-car power 
adaptor. Come on, what more could you want, eh? 


CUBE ON THE MOVE! 

With absolutely no reason to venture more than two-feet away from 
your GameCube for the entire summer holiday, you'd best get 
answering the question, hadn't you? 


01 WHAT TYPE OF DISPLAY DOES JOYTECH’S 5.6” 
MOBILE MONITOR USE? IS IT: 

A) TNT B) TFT C) TIT 

As long as you've bothered to read anything on this page you're in with 
a chance of winning. And if you can't read, just copy one of the answers 
to be in with a one-in-three chance of being in with a chance. Oh, hold 
on — you can't read this, can you... 

Send your answer, along with your name, address and postcode, to: 


IT’S SUMMER! Ooooh yes, bring it on! We're guessing that quite a 
few of you will be going on holiday some time over the next three 
months. We're also guessing that you won't be able to go a single day 
without picking up a GameCube pad, so naturally you'll need to take 
your GameCube with you. To help you along the way, we've teamed 
up with JOYTECH to bring you a bit of a summer holiday special. 
Check out what three luckv readers could win: 


ISIiTFTSW 

■ 1 x JOYTECH 5.6" TFT Monitor 

■ 2 x JOYTECH Advanced Controllers 

■ 1 x JOYTECH WilliamsFl Team Starter Pack 

(Advanced Controller, 4Mb Memory Card, GameDisc Wallet) 

■ 1 x JOYTECH 4Mb Memory Card 

■ 1 x JOYTECH 8Mb Memory Card 

■ 1 x JOYTECH RGB SCART Cable 

■ 1 x JOYTECH GameCube/GBA Link Cable 
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MUSIC RINGTONES 


Don’t pay top whack! 

Call CheapTones.com! Calls to 
the Order Line are just 60p / min. 
WEB SITE - www.CheapTones.com 
WAP SITE - wap.CheapTones.biz 


1000s more on the internet - TV, MOVIE 

www.CheapTones.com & OTHERS 


HOW DO I ORDER? 

Just call the Order Line on 

0906 698 1178 

from Ireland - 1570 939 839 (1 26.9?c/ min.) 

Then type in the 4 digit code that you 
w ant and your order wi7/ be sent to 
your mobile phone instantly by SMS! 

'Alternatively, 02, Orange, T-Mob & Vodafone 
can send text xbm xxxx ' to number 87101, 
where xxxx is the ringtone / logo code. 


LOGOS 




2Pac - Changes: 5156 

2Pac • Thugz Mansion: 8144 

50 Cent -In Da Club: 8133 

Aaliyah • Don't Know What: 8583 

Aaliyah -1 Miss You: 8099 

Ainslie Henderson • Keep A Secret: 8181 

American Hi-Fi - Art Of Losing: 8263 

Androids - Do It With Madonna: 8604 

Atomic Kitten • Love Doesn't: 8276 

Atomic Kitten • The Tide Is High: 7603 

Audioslave • Cochise: 8068 

Avril Lavigne - Complicated: 7977 

Avril Lavigne - I'm With You: 8065 

Avril Lavigne • SK8er Boi: 7858 

B2K Ft P Dlddy • Bump Bump Bump: 8017 

Big Brovaz - Nu Flow: 7834 

Big Brovaz - OK 8126 

Billy Crawford - Didn’t Expect: 8601 

Blazin' Squad • Reminisce: 8140 

Blue - One Love: 7856 

Blue -U Make Me Wanna: 8235 

Blue Ft Elton - Sorry Seems To Be: 7985 

Bluetones • Fast Boy: 8599 

Blur - Out Of Time: 8578 

Britney Spears • I Love Rock Roll: 7882 

Busta Rhymes - Know What Want: 8587 

Busted - What I Go School For: 7719 

Busted - Year 3000: 8052 

Busted - You Said No: 8590 

Cheeky Girls • Cheeky Song: 7961 

Christina Aguilera - Dirrty: 7912 

Christine Aguilera - Beautiful: 7995 

CKY • 96 Quite Bitter Beings: 6080 

Coldplay - Clocks: 8248 

Craig David • Rise & Fall: 8609 

Dana Glover • Thinking Over: 8617 

Daniel Bedingfield - Can’t Read You: 8291 

Daniel Bedingfield - Not The One: 7936 

Dannii Minogue -1 Begin To Wonder: 8200 

David Gray • Be Mine: 8294 

David Sneddon • Don't Let Go: 8592 

Def Leppard • Long Long Way To Go: 8265 

Delta Goodrem • Bom To Try: 8215 

DJ Sammy - The Boys Of Summer: 8179 

DJ Sammy And Yanou Ft Do • Heaven: 7137 

DMX - X Gon’ Give It To Ya: 8593 

D-side • Speechless: 8579 

Dt8 Ft Roxanne W - Destination: 8597 

Electric Six • Danger High Voltage: 8019 

Eminem - Cleanin' Out My Closet: 7542 

Eminem • Lose Yourself: 8137 


Eminem - Sing For The Moment: 8201 

Eminem - Without Me: 6604 

Erasure • Make Me Smile: 8292 

Evanescence - Bring Me To Life: 8605 

Eve - Satisfaction: 8277 

Faithless - Insomnia: 8097 

Feeder - Forget About Tomorrow: 8603 

Finch - Letters To You: 8134 

Flip & Fill - Dance With Somebody: 8035 

Flip & Fill - Shooting Star 6937 

Gareth Gates • Spirit In The Sky: 8214 

Girls Aloud • Sound Of Underground: 7968 

Glen Miller • Chattanooga: 7933 

Glen Miller - In The Mood: 7935 

Goldfrapp - Train: 8584 

Good Charlotte • Boys And Girls: 8606 

Good Charlotte • Lifestyles Rich: 8070 

Guns 'n' Roses • Sweet Child: 8589 

Him - Buried By Love: 8284 

InMe - Neptune: 8266 

Ja Rule Ft Ashanti • Mesmerize: 8237 

Ja Rule Ft Bobby Brown • Thug Lovin': 7991 

Jaimeson Ft Angel Blu • True: 8053 

Jan Wayne - Because The Night: 7867 

Jan Wayne - Total Eclipse Heart: 8242 

Jay Z - Excuse Me Miss: 8261 

Jay-Z • 03 Bonnie & Clyde: 7949 

Jennifer Lopez • All I Have: 8066 

Jennifer Lopez • Jenny From Block: 7930 

Junior Senior - Move Your Feet: 8180 

Justin Timberiake - Cry Me A River: 8067 

Justin Timberiake • Like Love You: 7851 

Justin Timberiake - Rock Your Body: 8602 

Kelly Osbourne - Shut Up: 8071 

Kelly Rowland - Cant Nobody: 8611 

Kelly Rowland-Stole: 8109 

Kid Creme - Hypnotising: 8615 

Killer Mike - A.D.I.D.A.S.: 8613 

Kym Marsh • Cry: 8290 

Las Ketchup - Ketchup Song: 7799 

LiT Kim-The Jump Off: 8612 

Linkin Park • Somewhere I Belong: 8209 

Lisa Maffia - All Over: 8591 

Love Inc. • You’re A Superstar: 8012 

Macy Gray - When I See You: 8600 

Madonna - American Life: 8576 

Mariah Carey Ft Cam'ron - Boy: 8250 

Meat Loaf - Said It Better: 8585 

Milk Inc • Land Of The Living: 8025 

Milk Inc • Walk On Water: 7685 

Missy Elliott - Gossip Folks: 8149 _ 


Missy Elliott - Work It: 7781 

Mis-teeq - Scandalous: 8233 

NAS -1 Can: 8251 

Nelly • Hot In Herre: 6636 

Nelly Ft Justin Timberiake - Work It: 8202 

Nelly Ft Kelly Rowland - Dilemma: 7952 

Oasis • Songbird: 8125 

Panjabi MC • Mundian To Bach Ke: 8054 

Pink - Family Portrait: 7992 

Pink-Just Like A Pill: 7238 

Placebo • Bitter End: 8191 

Planet Funk - Who Said: 8586 

Plummet • Damaged: 8580 

Porn Kings - Shake Ya Shimmy: 8219 

Puddle Of Mudd - She Hates Me: 7547 

Puretone - Stuck In A Groove: 8614 

Queen & Vanguard • Flash: 8239 

Queens Stone Age - Go With The Flow: 8267 

R Kelly - Ignition: 8210 

Red Hot Chili Peppers - By The Way: 6769 

Red Hot Chili Peppers - Cant Stop: 8143 

Red Hot Chili Peppers • Zephyr Song: 7831 

Reel Big Fish - Monkey Man: 8192 

Revelation - Just Be Dub To Me 8616 

Richard X - Being Nobody: 8234 

Robbie Williams - Come Undone: 8577 

Robbie Williams • Feel: 7966 

Ronan Keating - Long Goodbye: 8610 

Room 5 Ft Oliver C • Make Luv: 8246 

Saint Ft Suzanna D • Show Me Heaven: 8280 

Scooter - Nessaja: 7683 

Scooter - Posse: 7943 

Scooter - The Logical Song: 6818 

Scooter - Weekend: 8249 

Sean Paul • Get Busy: 8262 

Sean Paul • Gimme The Light: 7682 

Shania Twain - Ka-Ching: 8216 

Simply Red - Sunrise: 8236 

Snoop Dogg - Beautiful: 8252 

Soda Club • Heaven Is Place: 8183 

Stereophonies - Madame Helga: 8607 

Stone Sour - Bother: 8091 

Sugababes • Round Round: 7530 

Sum 41 - The Hell Song: 8072 

Tatu • All The Things She Said: 8108 

Tomcraft - Loneliness: 8608 

Transplants - Diamonds And Guns: 8285 

Triple Eight - Knock Out: 8595 

Vbirds - Virtuality: 8596 

White Stripes - 7 Nation Army: 8594 

Yeah Yeahs - Date With Night: 8581_ 


POLYPHONIC RINGTONES - WAP REQUIRED TO RETRIEVE RINGTONES 


_7824_ 


7260 _7259 



jaaisiiiix 1 

6693 


7292 3710 


sooc 

PLffifBOYI 



50 Cent • In Da Club: 8300 

Atomic Kitten • It’s Ok: 8308 

Avril Lavigne • Complicated: 7976 

Avril Lavigne • Sk8er Boi: 8312 

B2K Ft. P. Diddy • Bump Bump: 8314 

Big Brovaz - Nu Flow: 8321 

Big Brovaz - OK: 8322 

Busted • Year 3000: 8337 

Cheeky Girls • The Cheeky Song: 8340 

Coldplay - Clocks: 8344 

Daniel Bedingfield • Not The One: 8353 

DJ Sammy - Boys Of Summer: 8365 

DJ Sammy - Heaven: 8366 

Electric Six - Danger: 8370 

Eminem • Cleanin’ Out My Closet: 7859 

Eminem • Lose Yourself: 8101 

Eminem • Sing For The Moment: 8375 

Eminem - Without Me: 6976 

Gareth Gates • Spirit In The Sky: 8393 

Good Charlotte - Lifestyles Rich: 8400 

Guns *n' Roses • Sweet Child: 6977 

Human League - Don’t You Want Me: 8402 


Ja Rule Ft Bobby B - Thug Lovin’: 8045 

Jaimeson • True: 8405 

Jennifer Lopez - Jenny From Block: 8100 

Junior Senior - Move Your Body: 8414 

Jurgen De Vries - The Opera Song: 8415 

Justin Timberiake - Cry Me A River: 8416 

Justin Timberiake - Like 1 Love You: 8417 

Kelly Osbourne - Shut Up: 8420 

Kelly Rowland - Stole: 8421 

Las Ketchup • Ketchup Song: 7877 

Lasgo • Pray: 8426 

Liberty X - Holding On For You: 8429 

Linkin Park - Somewhere I Belong: 8433 

Metallica - Enter Sandman: 7165 

Missy Elliott - Gossip Folks: 8447 

Mis-Teeq - Scandalous: 8448 

NAS -1 Can: 8455 

Nelly Ft. Kelly Rowland - Dilemma: 7951 
Nelly Ft. Justin Timberiake - Work It: 8456 
Nickelback • How You Remind Me: 6950 
Ozzy Osbourne - Dreamer: 8463 
Panjabi MC - Mundian To Bach Ke: 8464 


Pink - Don’t Let Me Get Me: 8468 
Placebo - The Bitter End: 8472 
Queen - Bohemian Rhapsody: 8475 
R. Kelly - Ignition: 8476 
Red Hot Chili Peppers - Can't Stop: 8478 
Richard X • Being Nobody: 8479 
Robbie Williams • Angels: 8482 
Robbie Williams - Entertain You: 8483 
Rolling Stones • Paint It Black: 8536 
Room 5 - Make Luv: 8494 
Royksopp - Eple: 8496 
S Club 7 - Don't Stop Moving: 8501 
Scooter - The Logical Song: 8503 
Scooter • Weekend: 8504 
Sex Pistols - God Save The Queen: 8505 
Status Quo • Caroline: 8522 
Sugababes - Shape: 8524 
Tatu • Not Gonna Get Us: 8528 
Trucks - It’s Just Pom Mum. 8552 
UB40 - Red Red Wine: 8562 
Van Morrison - Brown Eyed Girl: 8563 
Violent Delight - Wish I Was Girl: 8567 


Angel: 4603 
A-Team: 6454 
Austin Powers: 1026 
Bagpuss: 5847 
Banana Splits: 5016 
Beverly Hills Cop: 1432 
Big Brother: 4613 
Black Beauty: 5501 
Bottom: 6449 
Bright Side Life: 5753 
Buffy: 1028 

Captain Pugwash: 4620 
Convoy:7607 
Dad's Army: 6518 
Dambusters: 5788 
Deliverance: 4457 
Exorcist: 4460 
FI Podium: 8257 
Friends: 4632 
Godfather: 4461 
Good, Bad & Ugly: 4465 
Great Escape: 3594 
Ground Force: 7608 
Guinness Ad: 4706 
Hyundi Ad: 7691 
Inspector Gadget: 6633 
Italian Job: 5658 
Itchy & Scratchy: 4642 
Jackass: 8588 
James Bond: 1430 
Kevin And Perry: 6286 
Littlest Hobo: 8016 
Lord Of The Rings: 7950 
Magnificent Seven: 4920 
Magnum PI: 6726 
Match Of The Day: 1444 
Mexican Hat Dance: 8132 
Mission Imposs 2:1261 
Mission Imposs: 1421 
Muppets: 4650 
Only Fools Horses: 6732 
Phoenix Nights: 7538 
Pulp Fiction: 6715 
Rainbow: 4924 
Rocky: 1050 
Scooby Doo: 4562 
Simpsons: 1439 
South Park: 5177 
Spiderman: 6657 
Winnie The Pooh: 3893 
Wonderful Tiggers: 6453 


A-Team: 8454 
Banana Splits: 8164 
Big Brother: 8166 
Black Beauty: 8167 
Buffy: 8553 
Charlie Angels 8269 
Colonel Bogey: 8452 
Exorcist: 7167 
Friends:8535 
Ghostbusters: 8477 
Jackass: 8557 
James Bond: 8077 
Mission Imposs: 6975 
Muppets: 8271 
Phoenix Nights: 7541 
Simpsons: 7164 
Spiderman: 8339 
Star Trek: 8274 
Thunderbirds: 8272 
Tigger's Song: 7163 
Winnie The Pooh: 6978 
X-Files: 8560 


PICTURES/SCREENSAVERS I ANIMATED SCREENSAVERS 


NOKIA 3330, 3410. 5210 & 5510 - WAP NEEDED! 




■ Callinq... I 

I - I 

T_999 o 



m vsk, 

7005 • DOG LICKS SCREEN 6988 • BAD BOY! 



7015-MAD COW 


7121 - SPINNING SKULL 7016 - CHEEKY MONKEY 



7410 

5526 

5512 

m 


.* 


i/i 
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JAVA GAMES 


Nokia 3410. 3510i, 63101,6610, 7210, 7650 
Siemens M50/MT50, C55, S55 Sharp GX-10 
Motorola T720 - WAP NEEDED! 





*«* 

1 


n 




WWW CheapTones com. Box 220, M27 0WR Calls to the Oder Line are charged a! 60p / mm (Ire 126 91c / mm ). average call is 2-3 mins Call from a landlme as charges may be more from a mobile ‘Text orders cost £3 Text orders other than Nokia add manufacturer 
to the end of text message, e g. ixbm 3676 sagemi For the Help Line / Compatibility - cal 0870 800 6991 Fax-Back Service 0870 800 6989 Alcatel pictures, logos & mono ringtones Alcatel 511,512,525.715. Motorola mono nngtones Motorola C330.C350 T192 T193. 
T250.T260,V100,V50,V8088,T720 Motorola poly nngtones: Motorola C333.C336.Motorola T720. Nokia pictures, logos, poly & mono ringtones: Nokia 3510.3510i.3650,5100.6100,6610.6800 7210,7250,7650. Nokia pictures, logos & mono nngtones Nokia 3210 3310, 
3330.3410.5210.5510.6210.6250.6310,6310i.6510.8210.8250,8310.8850.8890,9210i Nokia logos & mono ringtones Nokia 6110,6130,6150.7110,8810,8910i.9110i.9210,nk702. Nokia logos only: Nokia 5110.5130,nk402. Nokia mono nngtones only Nokia 6090 8110i. 
9000i.nk503 Panasonic poly nngtones Panasonic GD67.GD75.GD87.G088.GD95.GD96. Sagem mono nngtones only: most models - check web site for details Samsung pictures, logos, poly & mono ringtones Samsung 600 620,R210(not poly),S300.T100 T108.T400. 
V100 V200 Samsung ringtones: Samsung 500(poly and mono),N100(mono only),N30CKmono only). Sendo pictures, logos & mono nngtones Sendo J530,P200.P220,S200.S220,S230,J520fmono ringtones only) Sharp poly nngtones Sharp GX-10 Siemens pictures, 
logos, poly & mono nngtones: Siemens S55, Siemens pictures, logos & mono nngtones: Siemens A50,C45.C55.M50,ME45,MT45,S45.SL45. Sony Ericsson poly nngtones: Sony Ericsson T300.T310.P800 Trium mono nngtones: Trium IIO.Edipse.Mystral.Odyssey 


Fruit Machine: 8007 

OTHERS * 

Aston Goff V 8001 
Black Widow: 8002 
Chains: 8003 
Demon Treasure: 8004 
Diamond Mine: 8005 
Forge A Fortune: 8006 
Hell's Pit: 8008 
Pillar Dodge: 8010 


CP CP* 

HMII 

Ice Penguin: 8009 
HOW TO ORDER 
To order a game, send 
text ’’xbm xxxx" 
to number 87101, 
where “xxxx" is the 
4 digit game code. 
All games cost £4.50 

•Not Nokia 6310i 
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DIY FASCIAS 


FASCIA-MAKING 
MADE EASY 

Every month we'll bring you three 
Fascias featuring the latest game 
artwork, but you don't have to wait 
that long. If you have a art package 
on your PC/Mac, you can easily 
create your own. Here's a simply 
guide to creating Fascias in 
Photoshop. 

• Find the artwork you want and 
open it in Photoshop. It will need to 
be coded in a compatible format, i.e. 
jpeg, tiff, PSD etc 

• Change the Selection tool (top-left 
on your toolbar) from Rectangular to 
Elliptical, by either clicking and 
holding on the icon, or by double 
clicking and selecting the right option 
(depends on version of Photoshop). 

• Hold down Shift and drag the 
Selection tool over the artwork to 
select a circular area. When you have 
the right area selected, let go of the 
mouse button, then let go of Shift 

• Copy this area (Edit tab, then 
down to Copy) into a new, 
transparent Document (File tab, then 
down to New. Press Enter, then paste 
the image by going to Edit tab, then 
down to Paste). 

• Resize the new picture to 7.4cm x 
7.4cm (Image tab, then down to 
Image Size). 

• Change the Canvas Size (Image 
tab, then down to Canvas Size), to 
19cm x 29cm. This will place your 
image in the middle of an A4 sheet. 

• Then simply print your image out 
onto paper, or preferably card. 














Worms with 






rocketpacks and 
young boys in chicken 
suits... what!? 

JUST IN CASE you've temporarily blanked out we are of 
course talking about two of this month's featured fascias. 
It's possible that at some point in your life you may don a 
chicken suit and roll eggs around the garden, but putting a 
rocketpack on a worm? That's quite a challenge. CUBE 
takes no responsibilty for your fascia-inspired actions. 

FEEUNG UEFT OUT? 

Missed out on our amazing free gift from 
issue 16? Better get to page 126 and get 
yourself a copy then! 
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POLYPHONIC tones in HARMON 

Wtfh yoo* (atest wo(>Ues 

Hear vout Hew R>«9 T°ne 


NGE USERS: PHASE CA 


aiflND LINE PHONE 


piano and mnc 


WORKS WITH > 

All Polyphonic 
compatible 
phones - see 
our website 
for full list 


hmshnmhhmi 


r Choo*e voor 

Po(yp#»on< c Tone: 


100s More +o Jee at.' www»fonforyourphone»co9* 



Top 30 Ring Tones 


» 


106997 Three Uone - Baddiel A Skinner 
107052 Slmpeone 
107810 Eminem - Lose Yourself 
107142 Charlie Brown * Theme 
109012 Theme - Pulp Fiction 
110068 SkSer Boi - Avrtl La vlgne 
108932 Theme - Halowe'en 
109306 Stevie Wonder • Superstitious 
108715 The Lord Of The Rings - Love Theme 
110304 All The Things She Said • t ATu 
107816 La ago • Pray 
108621 The Good The Bad And The Ugly 
107896 Film Theme • Mission Impossible 
109309 Michael Jackson - Beat It 
108856 Theme - The Benny Hill Show 
107019 Insomnia - Faithless 
109298 Don Henley • Dirty Laundry 
108645 Jaws - Jaws Theme 
108975 Hot Chocolate - You Sexy Thing 
108582 The Godfather - Speak Softly Love 
107822 Love Inc • You're A Superstar 
110626 Move Your Feet - Junior Senior 
108572 Cartoon Theme • Inspector Gadget 
111140 50 Cent - In Da Club 
108310 Nelly A Kelly Rowland • Dilemma 
108603 Bahamen - Who Let The Dogs Out 
107004 Tbbular Bells - Mike Oldfield 
108738 Celine Dion - My Heart Will Go On 
108315 Theme - Only Fools And Horses 
107023 James Bond - 007 

Movie Polyphonic Tones ^ 

108874 007 • Golden Eye 
108622 Romeo A Juliet 
109213 Pocahontas 
109146 Ghost 
109139 Fly Me To The moon 
109219 Psycho 

108195 Beverly Hills Cop - Axel F 
109255 Terminator 

107740 Can You Feel The Love Tonight 
108523 Chariots Of Fire 
109095 Beetlejulce 
109083 Aladdin - Elton John 
108299 Eye Of The Tiger - Rocky 
110901 Goldeneye 
109687 I Don't Wanna Miss A Thing 
109171 Jaws 
109173 JFK 
109176 Jurassic Park 
110879 Bright Eyes - Watershlp Down 
108472 E.T 
108281 Indiana Jones 
108738 My Heart Will Go On 
109198 Naked Gun 
109012 Pulp Fiction 
107026 Self Preservation Society 
108316 Shaft 
109224 Ralnman 
109174 Jumping Jack Flash 
107799 Staying Alive 
109274 The Bodyguard 


108304 Top Gun 
107896 Mission Impossible 


10383 

09740 


R'N'B & Rap Polyphonic Tones 

111138 All I Have - Jennifer Lopez A LL Cool J 

107029 Always On Time - Ja Rule 

109841 Baby Baby Baby - TLC 

112593 Boy (I Need You) * Mariah Carey 

108310 Dilemma - Nelly A Kelly Rowland 

108311 Dynamitee - Ms Dynamite 

108275 Foolish • Ashanti 

107834 Girlfriend - Alicia Keys 

107815 Happy * Ashanti 

110262 Hidden Agenda - Craig David 

108223 It Takes More - Ms Dynamite 

107027 Jumpln Jumpin - Destiny's Child 

111684 Mesmerize - Ja Rule feat Ashanti 

109895 More Than A Woman • Aaliyah 

107768 No Scrubs - TLC 

107867 Put Him Out - Ms Dynamite 

109843 Red Ught Special - TLC 

111685 Scandalous - Mls-Teeq 

107862 Stole • Kelly Rowland 

110419 Survivor • Destiny's Child 

107858 Thug Lovin' - Ja Rule ft Bobby Brown 

110963 U Got it Bad - Usher 

107825 What's Your Rava - Craig David 

111033 Work It - Nelly feat. Justin Tlmbertake 

110260 03 Bonnie and Clyde • Jay-Z 

107889 1000 Kisses • Will Smith 

107882 21 Seconds • So Solid Crew 

109794 Ain't Nothin'• Snoop Doggy Dogg 

107015 Because I Got High - Afroman 

109872 C U When You Get There - Coollo 

109867 Can’t Touch This - MC Hammer 

108291 Cleaning Out My Closet - Eminem 

109869 Come With Me - Puff Daddy 

109871 Criminal • Eminem 

108879 Everyday people - A Development 

107756 Gang at as Paradise - Coollo 

111142 Gosaip Folks - Missy Elliott ft Ludacrls 

107883 Haters - So Solid Crew 

109041 Hey Sexy Lady • Shaggy 

108203 Hot In Her re - Nelly 

108680 How Gee - Black Machine 

108600 m Be Missing You - P Dlddy 

111140 In Da Club - 50 Cent 

110916 Kim - Eminem 

108255 Livin' It Up - Ja Rule ft. Case 

110407 Lollipop • Snoop Doggy Dogg 

107895 The Reel Slim Shady - Eminem 

108331 Ugly Bubba - Sparxxx 

108210 Way I Am - Eminem 

107053 Without Me - Eminem 

109057 Work It • Missy Elliott 

109795 Zand Hust Laz - Snoop Doggy Dogg 

Rock & Pop Polyphonic Tones 

109609 2 Minutes To Midnight - Iron Malden 
109406 Abbey Road • Beatles 
109469 Action - Oef Leppard 
111514 Addicted To Love • Robert Palmer 


09407 

08337 

09616 

09776 

09299 

09551 

09659 

09697 

09548 

09410 

12300 

09696 

09626 

08270 

09544 

08905 

08271 

09847 

09384 

09745 

09618 

09699 

09700 

09656 

09660 

09591 

09619 

09549 

09592 

09366 

09620 

09657 

09357 

09827 

09750 

09554 

09419 

09535 

09418 

09044 

09645 

07146 


Aeroplane • Red Hot Chill Peppers 

All Gods People - Queen 

All My Life • Foo Fighters 

All Together Now - Beatles 

By The Way - Red Hot Chill Peppers 

Can I Play With Madness - Iron Malden 

Can't Be Seen - Rolling Stones 

Dream On * Aerosmith 

Dreams • Fleetwood Mac 

Drifter - Jlml Hendrix 

Echoes - Pink Royd 

Edge Crusher - Fear Factory 

Eight Days A Week - Beatles 

Elected - Alice Cooper 

Embryo - Pink Royd 

Eminence Front - The Who 

Envy - Ash 

Epic - Faith No More 

Escape - Meta 11 lea 

Everyday - Bon Jovl 

Everything About You • Ugly Kid Joe 

Falling In Love Is Hard - Aerosmith 

Fat Bottomed Girl a - Queen 

Fear Of The Dark - Iron Malden 

Fearless - Pink Floyd 

Final Cut - Pink Royd 

Fire - Jlml Hendrix 

Fire - Jlml Hendrix 

Rrth Of Rfth • Genesis 

Rash Of The Blade - Iron Maiden 

Rashpoint - Fear Factory 

Follow You Follow Me - Genesis 

For Those About To Rock We Salute • AC/DC 

Fortunes Of War • Iron Malden 

Foxy Lady - Jlml Hendrix 

Free Falling - Tom Petty 

I Can See For Miles - The Who 

I Can't Live Without You - Queen 

I Don't Want To Know - Fleetwood Mac 

I Feel Fine • Beaties 

I Shot The Sheriff • Eric Clapton 

I Wanna Hold Your Hand - Beatles 

In My Place • Cotdplay 

Killers - Iron Malden 

Killing In Name Of • Rage Agalnat 

Machine 


107013 Baby One More Time - Britney Spears 
108641 Barbie Girt - Aqua 
108529 Be With You - Atomic Kitten 
107836 Be With You • Groove Brothers Edit 
107845 Beautiful • Christina Aguilera 
111686 Being Nobody - Liberty X feat Richard X 
112642 Bette Davla Eyes - Kim Carnes 
108631 Betty Blink 
110874 Bills Bills Bills • Destiny 's Child 
108542 Bittersweet - S Club 
108596 Boom Boom Boom Boom - Vengaboys 
108813 Boot Scootin'Boogie • Brooks A Dunn 
110677 Bootle Call - All Saints 
107006 Bop Bop Baby - Westltfe 
109682 Borderline - Madonna 
111139 Born To Try - Delta Goodrem 
109043 Boys - Britney Spears 
110880 Bugaboo - Destiny's Child 
107897 Can't Get You Out Of My Heed - Kylle 
108601 Can't Help Falling In Love - UB40 
107006 DJ - H And Claire 
108339 Do And Don't For Love - Klokl 
109066 Don't Let Me Down You A I - Will Young 
108217 Don't Let Me Get Me - Pink 
107007 Don't Stop Movin’ - S Club 
107749 Don't Tell Me - Madonna 
107818 Feel - Robbie Williams 
108593 Goodbye - Jessica 
108756 I Love It When We Do > Ronan Keating 
107842 I Love Rocfc'n'Roll * Britney Spears 
108878 I Love The Nightlife - Alicia Bridges 
107829 I Want You Back - Jackson Rve 
108222 If Tomorrow Never Comes • Ronan 
111525 If You Don't Know Me By Now - Simply R< 
112648 In The Air Tonight - Phil Collins 
108981 In Your Eyes - Kylle 
110975 Incredible - Darius 
107823 Naughty Girt - Holly Valance 
110928 Never Ever - All Saints 
107806 One Love-Blue 
112655 One More Night - Phil Collins 
108745 Ooops I Did It Again - Britney Spears 
108982 Paradise Of The Dashboard Lights - 
Meatloaf 

(^Television Polyphonic Tones 


09475 

Little By Little • Oasis 



09807 

Love Bites - Dof Leppard 

107898 

A Team 

11529 

Love Struck - Stevie Ray 

108213 

Alrwotf 

09707 

Lovecats - The Cure 

108306 

Bananaman 

10462 

Lucifer Sam - Pink Royd 

108215 

Batman 

08323 

2 Can Play That Game - Bobby Brown 

109080 

Beveriy Hills 90210 

12294 

A Thousand Miles • Vanessa Carlton 

107040 

Big Brother 

07879 

ABC • Jackson Five 

109107 

Cagney A Lacey 

08815 

Alive - S Club 

110392 

Chocolate Salty Balls 

10855 

All By Myself - Celine Dion 

107741 

Coronation Street 

07024 

All Hooked Up - All Saints 

112298 

Dallas 

10304 

All Rise - Blue 

109127 

Dr Who 

08819 

All The Things She Said • t ATu 

108388 

Eastenders 

08359 

Alone Again • Dave Marshall A The Mojo 

111694 

Emmerdaie 

08842 

Angela - Robbie Williams 

109069 

End Theme 

07044 

Any Time You Need A Friend - Mariah Carey 

107753 

Fawlty Towers 

10460 

Anyone Of Us - Gareth Gates 

108235 

Fraggle Rock 

08334 

Automatic - Sarah Whatmore 

109142 

Frasier 

10868 

Automatic High • S Club Juniors 

107760 

Happy Days 


JAVA > 
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Call now to order your 
Java games, for full 
games listings go to > 

www.funforyourmobile.com 




www.funforyourphone.com Callers must be 18 years or Over. 


Please ask permission from the person responsible for paying the phone bill before making a call to this service. 

Customer care lines are open from Mon - Fri 9am - 5:30pm and Sat from 9am - 2pm on 0871 872 9899 Ring from a landline as calls from Mobiles are charged at a I 
rate. Calls to 0970 number are charged at £1.50 per min and should not exceed 3 mins maximum cost of call £4.50 CLS PO Box 144 Stockport SK4 3FT 


FOR JAVA GAMES AND OTHER MOBILE FUN GO TO OUR WEBSITE - WWW.FUNFORYOURPHONE.COM 































iEELJE TlilEnTV DnE 


It's directory time 
again, so if you've 
seen something 
down the local 
games store that 
takes your fancy but 
you can't remember 
what we had to say 
about it, that all- 
important score can 
be found here 


RY 


GAME NAME 


DEVELOPER 

PLAYERS 

GBA 

GUIDE 

ISSUE 

REVIEW 


■ 18 Wheeler AM-PRO Trucker 

Acclaim 

In-House 

1-2 

N 

N 

8 

PAL 

4.4 

■ 2002 FIFA World Cup 

EA 

In-House 

1-4 

N 

N 

13 

PAL 

8.2 

■ Ace Golf 

Eidos 

Telenet Japan 

1-4 

N 

N 

12 

PAL 

8.1 

Agent Under Fire 

EA 

In-House 

1-4 

N 

Iss 9 

7 

PAL 

6.4 

B Aggressive Inline 

Acclaim 

Z-Axis, 

1-4 

N 

Iss 10 

10 

PAL 

9.1 

■ Animal Crossing 

Nintendo 

In-House 

1-4 

Y 

N 

12 

NTSC 

8.5 

■ ATV2 

Acclaim 

Climax 

1-2 

N 

N 

16 

PAL 

8.1 

• Barbarian 

Virgin 

Saffire 

1-4 

N 

N 

11 

PAL 

43 

• Batman: Dark Tomorrow 

Kemco 

Hot Gen 

1 

N 

N 

20 

PAL 

3.9 

■ Batman Vengeance 

Ubi Soft 

In-House 

1 

N 

N 

6 

PAL 

6.2 

® Battle Houshin 

Koei 

In-House 

1 

Y 

N 

7 

NTSC 

7.0 

■ Beach Spikers 

SEGA 

AM2 

1-4 

N 

N 

10 

PAL 

8.0 

■ Big Air Freestyle 

Ubi Soft 

In-House 

1-2 

N 

N 

14 

PAL 

4.2 

B Big Mutha Truckers 

Empire 

Eutechnyx 

1 

N 

N 

18 

PAL 

8.3 

■ Black and Bruised 

Vivendi 

Digital Fiction 

1-2 

N 

N 

20 

PAL 

6.8 

B Blood Omen 2 

Eidos 

Crystal Dynamics 

1 

N 

N 

15 

PAL 

7.7 

B Bloodrayne 

Vivendi 

Terminal Reality 

1 

N 

N 

19 

PAL 

4.0 

B Bloody Roar: Primal Fury 

Activision 

Eighting 

1-2 

N 

N 

6 

PAL 

7.0 

B BMXXXX 

Acclaim 

Z-Axis 

1-2 

N 

N 

14 

PAL 

4.5 

£ Bomberman Generation 

Majesco 

Hudson Soft 

1-4 

N 

N 

8 

NTSC 

8.0 

B Burnout 2: Point of Impact 

Acclaim 

Criterion 

1-2 

N 

N 

19 

PAL 

9.3 

B Burnout 

Acclaim 

Criterion 

1-2 

N 

N 

6 

PAL 

8.4 

B Capcom vs. SNK: EO 

Capcom 

In-House 

1-2 

N 

Iss 10 

9 

PAL 

8.2 

B Cel Damage 

EA 

In-House 

1-2 

N 

N 

6 

PAL 

4.3 

Conflict: Desert Storm 

Sci 

Pivotal 

1-4 

N 

N 

18 

PAL 

8.2 

B Crash Bandicoot 

Vivendi 

Eurocom 

1 

N 

N 

13 

PAL 

5.6 

fl Crazy Taxi 

Acclaim 

In-House 

1 

N 

N 

6 

PAL 

73 

B Dakar 2 

Acclaim 

In-House 

1-2 

Y 

N 

17 

PAL 

9.0 

B Dark Summit 

THQ 

Radical 

1-2 

N 

N 

8 

PAL 

6.2 

B Dave Mirra Freestyle BMX 2 

Acclaim 

Z-Axis 

1-2 

N 

N 

6 

PAL 

7.4 

Defender 

Midway 

In-House 

1-2 

N 

N 

17 

PAL 

4.0 

■ Def Jam Vendetta 

EA 

AKI 

1-4 

N 

N 

19 

PAL 

8.9 

Die Hard: Vendetta 

Vivendi 

Bits Studios 

1 

N 

N 

13 

PAL 

8.2 

■ Disney's Magical Mirror 

Nintendo 

Capcom 

1 

Y 

N 

11 

PAL 

5.9 

■ Disney Sports Skateboarding 

Konami 

In-House 

1 

N 

N 

12 

PAL 

4.6 

■ Disney's Tarzan Freeride 

Disney Int 

Ubi Soft 

1 

N 

N 

6 

PAL 

5.0 

B Donald Duck: Quack Attack 

Ubi Soft 

In-House 

1 

N 

N 

6 

PAL 

6.2 

• Doshin the Giant 

Nintendo 

In-House 

1 

N 

N 

12 

PAL 

7.4 

B Dr Muto 

Midway 

In-House 

1 

N 

N 

17 

PAL 

5.0 

B Driven 

Bam! 

In-House 

1-2 

N 

N 

6 

PAL 

7.0 

* Eggo Mania 

Kemko 

Hot Gen Studios 

1-4 

N 

N 

11 

PAL 

5.2 

B Enter the Matrix 

Infrogrames 

Shiny 

1 

N 

N 

20 

PAL 

6.8 

Adventure/RPG Puzzle/Party 

Fighting 

Sports 

Racing 


Shoot 'em up 

Action 
















TOP 5 REASONS WHY THE GC 
WOOU) MAKE A GREAT PET 


© EVERY GAME REVIEWED IN CUBE, 
GATHERED RIGHT HERE 





GAME NAME 

PUBLISHER 

DEVELOPER 

PLAYERS 

GBA 


ISSUE 

REVIEW 

RATING 

■ ESPN INT. Winder Sports '02 

Konami 

In-House 

1-2 

N 

N 

6 

PAL 

6.0 

B Eternal Darkness 

Nintendo 

Silicon Knights 

1 

N 

N 

12 

PAL 

9.3 

■ FI 2002 

EA 

In-House 

1-2 

N 

N 

9 

PAL 

7.6 

■ FIFA Football 2003 

EA 

In-House 

1-4 

N 

N 

13 

PAL 

8.2 

Fireblade 

Midway 

Avalanche 

1 

N 

N 

16 

PAL 

6.5 

■ Freekstyle 

EA 

Hypnos Ent. 

1-2 

N 

N 

12 

PAL 

7.4 

■ Gauntlet: Dark Legacy 

Midway 

In-House 

1-4 

N 

N 

10 

PAL 

4.4 

Ghost Recon 

Ubi Soft 

Red Storm 

1-2 

N 

N 

18 

PAL 

6.5 

■ Giftpia 

Nintendo 

Skip Ltd. 

1 

N 

N 

20 

NTSC 

7.5 

■ Godzilla: Damm 

Infogrames 

Pipeworks Studios 1 -4 

N 

N 

13 

PAL 

4.0 

■ Harry Potter: COS 

EA 

Eurocom 

1 

N 

N 

14 

PAL 

7.0 

Ikaruga 

Atari 

Treasre 

1-2 

N 

N 

17 

PAL 

9.0 

■ ISS 2 

Konami 

Major A 

1-4 

N 

N 

6 

PAL 

8.2 

■ Jedi Knight II: Jedi Outcast 

Activision 

LucasArts 

1 

N 

N 

14 

PAL 

4.7 

■ Jimmy Neutron: Boy Genius 

THQ 

In-House 

1 

N 

N 

18 

PAL 

4.0 

■ Kelly Slater's Pro Surfer 

Activision 

Treyarch 

1-2 

N 

N 

11 

PAL 

7.6 

■ Kinniku Man 2 

Bandai 

AKI 

1-4 

N 

N 

16 

NTSC 

8.9 

■ Knockout Kings 2003 

EA 

In-House 

1-2 

N 

N 

14 

PAL 

7.9 

H Legend of Zelda: WW (import) 

Nintendo 

In-House 

1 

Y 

lss.19 

15 

NTSC 

9.5 

1 Legend of Zelda: Wind Waker 

Nintendo 

In-House 

1 

Y 

lss.19 

19 

PAL 

9.5 

■ Legends of Wrestling 2 

Acclaim 

In-House 

1-4 

N 

N 

15 

PAL 

4.0 

■ Legends of Wrestling 

Acclaim 

In-House 

1-4 

N 

N 

7 

PAL 

4.6 

H Lost Kingdoms 

Activision 

From Software 

1 

N 

N 

8 

PAL 

7.0 

■ LOTR: The Two Tours 

EA 

In-House 

1 

N 

N 

16 

PAL 

7.7 

■ Luigi's Mansion 

Nintendo 

In-House 

1 

N 

lss.l 

6 

PAL 

7.8 

Mario Party 4 

Nintendo 

Hudson 

1-4 

N 

N 

13 

PAL 

9.0 

■ Matt Hoffman's Pro BMX 2 

Activision 

Rainbow Studios 

1-2 

N 

N 

11 

PAL 

8.2 

Medal of Honor: Frontline 

EA 

In-House 

1-4 

N 

lss.l 5 

14 

PAL 

8.6 

■ Men in Black II: Alien Escape 

Infogrames 

Melbourne House 1 

N 

N 

16 

PAL 

4.2 

■ Metroid Prime 

Nintendo 

Retro Studios 

1 

Y 

lss.18 

17 

PAL 

9.6 

■ Micro Machines 

Infogrames 

Sheffield House 

1-4 

N 

N 

16 

PAL 

5.2 

1 Minority Report 

Activision 

Treyarch 

1-2 

N 

N 

15 

PAL 

5.0 

■ Mortal Kombat: DA 

Midway 

In-House 

1-2 

N 

N 

15 

PAL 

8.6 

* Mr. Driller Drill Land 

Namco 

In-House 

1-2 

Y 

N 

17 

NTSC 

8.8 

■ MX Superfly 

THQ 

Pacific Coast 

1-2 

N 

N 

11 

PAL 

7.1 

■ NBA 2K3 

Infogrames 

Nintendo 

1-4 

N 

N 

8 

PAL 

6.8 

■ NBA Street 

EA 

NFX 

1-2 

N 

N 

6 

NTSC 

8.4 

■ Need for Speed: Hot Pursuit 2 

EA 

In-House 

1-2 

N 

N 

12 

PAL 

5.3 

■ NFL Quarterback Club 2002 

Acclaim 

In-House 

1-8 

N 

N 

4 

PAL 

6.1 

■ NHL Hitz 2002 

Midway 

Blackbox Games 

1-4 

N 

N 

6 

PAL 

8.4 

■ NHL Hitz 2003 

Midway 

In-House 

1-4 

N 

N 

14 

PAL 

8.4 

■ NHL Hitz 20-03 

Midway 

Blackbox 

1-4 

N 

N 

11 

NTSC 

8.6 

Nightfire 

EA 

In-House 

1-4 

N 

N 

14 

PAL 

7.9 

■ Nintendo Puzzle Collection 

Nintendo 

In-House 

1-4 

Y 

N 

17 

NTSC 

7.0 

B One Piece Treasure Battle 

Bandai 

In-House 

1-4 

N 

N 

15 

NTSC 

5.8 

■ Outlaw Golf 

THQ 

Hypnotix 

1-2 

N 

N 

19 

PAL 

7.9 

■ Pac-Man Fever 

Namco 

In-House 

1-4 

N 

N 

12 

PAL 

5.7 

■ Pac-Man World 2 

Namco 

In-House 

1 

N 

N 

16 

PAL 

4.2 

■ Pac-Man World 2 (import) 

Namco 

In-House 

1 

N 

N 

5 

NTSC 

6.1 

■ Phantasy Star Online l+ll 

Infogrames 

Sonic Team 

1-4 

N 

N 

16 

PAL 

7.5 

■ Pikmin 

Nintendo 

In-House 

1 

N 

lss.7/8 

7 

PAL 

9.0 

Product No. 03 

Capcom 

In-House 

1 

N 

N 

19 

NTSC 

8.3 

■ Pro Rally 

Ubi Soft 

In-House 

1-2 

N 

N 

13 

PAL 

5.9 

■ Rally Championship 

SCi 

Warthog 

1-4 

N 

N 

17 

PAL 

6.8 

H Rayman 3 Hoodlum Havoc 

Ubi Soft 

In-House 

1 

N 

N 

16 

PAL 

8.1 

Red Fraction II 

THQ 

Cranky Pants Games 1-4 

N 

N 

20 

PAL 

7.8 

Adventure/RPG Puzzle/Party 

Fighting 

Sports 

Racing 

Shoot 'em up 

Action 



Its purple and of questionable 
orientation. So girls will like you. 




When it gets wet it won't shake water 
all over you, just start smoking. 


While on a walk and waiting for it to 
do its 'business' you can play Mario 



It won't sniff the back of other 
hairier consoles 



When you go on holiday, you don't 
need to book it into a kennel. 
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©EVERY GAME REVIEWED IN 
GATHERED RIGHT HERE 


GAMECUBE 


GAME NAME 

PUBLISHER 

DEVELOPER 

PLAYERS 

GBA 

GUIOE 


REVIEW 

RATING 

■ Reign of Fire 

Bam! 

In-House 

1-2 

N 

N 

13 

PAL 

8.0 

■ Resident Evil 2 

Capcom 

In-House 

1 

N 

N 

9 

PAL 

6.0 

fl Resident Evil 

Capcom 

In-House 

1 

N 

lss.ll 

10 

PAL 

9.0 

■ Resident Evil: Nemesis 

Capcom 

In-House 

1 

N 

N 

19 

PAL 

7.0 

B Resident Evil Zero 

Capcom 

In-House 

1 

N 

N 

16 

PAL 

9.0 

Robotech: Battlecry 

TDK 

Mediactive 

1-2 

N 

N 

13 

NTSC 

8.0 

■ Rockman EXE Transmission 

Capcom 

Akira 

1 

N 

N 

18 

PAL 

8.0 

■ Rocky 

Rage 

Steel Monkeys 

1-2 

N 

N 

1 

PAL 

8.3 

■ Scooby Doo! 

THQ 

Heavy Iron Studios 

1-2 

N 

N 

13 

PAL 

5.2 

• H Sega Soccer Slam 

SEGA 

Blackbox Games 

1-4 

N 

N 

11 

PAL 

9.0 

■ Simpsons Road Rage 

EA 

Radical Ent. 

1-2 

N 

N 

6 

PAL 

7.5 

B Smashing Drive 

Namco 

Point of View 

1-2 

N 

N 

5 

PAL 

3.8 

■ Skies of Arcadia Legends (import) 

SEGA 

Overworks 

1 

N 

lss.20 

16 

PAL 

9.0 

1 Skies of Arcadia Legends 

SEGA 

Overworks 

1 

N 

Iss 20 

20 

PAL 

9.0 

■ Summoner: A Goddess Reborn 

THQ 

Volition 

1 

N 

N 

17 

PAL 

6.0 

■ Smuggler's Run: Warzones 

Take Two 

Rockstar 

1-4 

N 

N 

1 

PAL 

7.1 

■ Sonic Adventure 2: Battle 

SEGA 

Sonic Team 

1-2 

Y 

N 

6 

PAL 

7.6 

H Sonic Adventure DX 

SEGA 

Sonic Team 

1 

Y 

N 

20 

PAL 

6.1 

■ Sonic Mega Collection 

SEGA 

In-House 

1-2 

N 

N 

15 

PAL 

8.0 

1 Soul Calibur II 

Namco 

In-House 

1-2 

N 

N 

19 

NTSC 

9.2 

B Spider-Man: The Movie 

Activision 

Treyarch 

1 

N 

N 

7 

PAL 

6.0 

■ Splinter Cell 

Ubi Soft 

In-House 

1 

Y 

N 

19 

PAL 

8.8 

1 Spyhunter 

Midway 

Point of View 

1-2 

N 

N 

7 

PAL 

5.9 

■ SSX Tricky 

EA 

EA Big 

1-2 

N 

N 

7 

PAL 

8.0 

■ Starfox Adventures 

Nintendo 

Rare 

1 

N 

Iss. 12 

12 

NTSC 

9.4 

Star Wars: Bounty Hunter 

Activision 

LucasArts 

1 

N 

N 

15 

PAL 

6.9 

Star Wars: Rogue Leader 

Activision 

Factor 5 

1 

N 

Iss. 2/3 

6 

PAL 

9.1 

Star Wars: The Clone Wars 

Activision 

LucasArts 

1-4 

N 

N 

13 

PAL 

6.7 

® Super Bubble Pop 

Jaleco 

Runecraft 

1-2 

N 

N 

18 

PAL 

5.5 

B Supercross World 

Acclaim 

In-House 

1-4 

N 

N 

9 

PAL 

4.6 

B Super Mario Sunshine 

Nintendo 

In-House 

1 

N 

Iss. 11 

10 

NTSC 

9.4 

• Super Monkey Ball 2 

SEGA 

Amusement Vision 

1-4 

N 

N 

16 

PAL 

9.1 

• Super Monkey Ball 

SEGA 

Amusement Vision 

1-4 

N 

N 

6 

PAL 

9.0 

B Super Smash Bros. Melee 

Nintendo 

In-House 

1-4 

N 

Iss 6 

11 

PAL 

8.3 

B Taz Wanted 

Infogrames 

Blitz Games 

1-2 

N 

N 

11 

PAL 

5.6 

• Tetris Worlds 

THQ 

Radical 

1-4 

N 

N 

11 

PAL 

4.7 

■ The Sims 

EA 

Maxis 

1-2 

N 

N 

18 

NTSC 

8.6 

B Tiger Woods PGA Tour 2003 

EA 

In-House 

1-2 

N 

N 

14 

PAL 

9.0 

Timesplitters 2 

Eidos 

Free Radical 

1-4 

N 

Issl 

11 

PAL 

9.5 

B Tony Hawk's Pro Skater 3 

Activision 

Neversoft 

1-2 

N 

Iss 4 

6 

PAL 

8.6 

B Tony Hawk's Pro Skater 4 

Activision 

Neversoft 

1-2 

N 

N 

3 

PAL 

9.2 

Top Gun: Combat Zones 

Virgin 

Digital Integration 

1 

N 

N 

10 

PAL 

6.9 

B Turok Evolution 

Acclaim 

In-House 

1-4 

N 

N 

11 

PAL 

6.1 

B Ty the Tasmanian Tiger 

EA 

Krome Studios 

1 

N 

N 

13 

PAL 

4.8 

B UFC Throwdown 

Ubi Soft 

Crave 

1-4 

N 

N 

11 

PAL 

6.4 

B Universal Studios 

Kemco 

In-House 

1 

N 

N 

6 

PAL 

3.0 

B Vexx 

Acclaim 

In-House 

1 

N 

N 

18 

PAL 

7.0 

B Virtua Striker 3 Version 2002 

SEGA 

Amusement Vision 

1-2 

N 

Iss 10 

8 

PAL 

8.4 

B Waverace: Blue Storm 

Nintendo 

NSTC 

1-4 

N 

Iss 5 

6 

PAL 

8.9 

B Winning Eleven 6 

Konami 

In-House 

1-4 

N 

N 

17 

NTSC 

9.2 

■ Worms Blast 

Ubi Soft 

Team 17 

1-2 

N 

N 

7 

PAL 

7.8 

B Wreckless: Yakuza Missions 

Activision 

Broadsword 

1-2 

N 

N 

15 

PAL 

2.5 

B Wrestlemania WWE X8 

THQ 

Yukes 

1-4 

N 

N 

12 

PAL 

6.7 

B WTA Pro Tennis Tour 

Konami 

In-House 

1-4 

N 

N 

12 

PAL 

4.5 

B XG3: Extreme G Racing 

Acclaim 

In-House 

1-4 

N 

N 

6 

PAL 

8.2 

B X-Men 2: Wolverine's Revenge 

Activison 

Genepool 

1 

N 

N 


PAL 

7.0 

B X-Men: Next Dimension 

Activison 

Exact Ent. 

1 

N 

N 

15 

PAL 

5.6 

• Zoocube 

Acclaim 

Coyote 

1-4 

N 

N 

9 

PAL 

7.0 

Adventure/RPG Puzzle/Party 

Fighting 

Sports 

Racing 


■■■■■■ 

Shoot 'em up 

Action 


































GAME 
107152 
NOKIA 5510 


yjLUiAJ yjuus 


3510. 3583. 3590. 
EEIO. raw. 7550 
TWO NEO 






ringtones 


5X1NV L£LUO£i3Mte 


CXIO-87 CX1D-J7 
■? €330 




bile games 


?</ mare' 
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itimr Papuan pu 
my£3 unuEiiZD 


DANCE 


l months oft 
4 my people 
666 


OER TITLE 


Jonlor Senior 


IlliiiJ’J 

Scandalous 

Mis-Teeq 

B 

lm With You 

Alii Have 

Avrii Lavigne 

latmiler Lopn Ital U. C-rol J 

12590 

Tonight 

Wetllile 

11139 

Born to Try 

Della Goodrem 

116B6 

Being Nobody 

Liberty X leal Richard X 

116B7 

Sunrise 

Simply Red 

12592 

Weekend 

Spooler 

116B3 

U Make Me Wanna 

Blue 

07845 

Beautiful 

Christina Aguilera 

11665 

Bump Bump Bump 

B2X leal P Biddy 

12591 

Clonks 

Coldplay 

12736 

Just A Friend 

Mario 

11684 

Mesmerize 

Ja Rule leal Asbardi 

07B54 

Satisfaction 

Eve 


underworld 
missy elliot 
devil 
atb 


A little less conversation elvis presley vs jxl 




Addicted to bass 
Addictive 
All that she wants 
Alone 

Around the world 
At night 
Be cool 

Because the night 
Blow your mind 
Cale del mar 
Cantaloop 
Castles in the sky 
Children 
Ctint eastwood 
Come Into my world 
Dem giriz 

Oo you see the light 
Don't call me baby 
Don't give up 
Driving 
Electro shock 
Encore un tols 
Equador 

Everybody dance now 
Extreme ways 
Familiar feeling 
Fascinated raiven 
Forever 
Formulae 
Get over you 
Ghosts dirty 
Gimme the light 
Gotta get through this 
Groovy thang 
Helicopter 


puretone 
truth hurts 
ace of base 
lasgo 
daft punk 
shakedown 
paftendorl 
fan wayne 
jamiroquai 
energy 52 
us3 

Ian van dahl 
robert miles 
gorillai 
kylie minogue 
oxide & neutrino 
snap 

madison avenue 


108262 

108233 

110852 

109861 

107034 

108248 

108212 

110860 

108249 

108430 

108360 

107037 

107859 

110389 

107852 

109354 

108250 

108251 

107759 

107863 

108758 

108218 

107748 


chicane feat bryan adams 110395 


mtv 
mtv 
sash 
sash 
prince 
moby 
moloko 
maize 
n trance 
ii72 

sophie ellis bextor 
vegas 
sean paul 
daniel bedingtield 
mtv 


109028 

109029 

107145 

109789 

108915 

108253 

110507 

108272 

108327 

109050 

108220 

108201 

110429 

107018 

109030 

109032 


Charlie Brown 
Design For Life 
Staying Alive 
Champagne Supanova 
Baby One More Time 
Sweet Child O' Mine 
Complicated 
My Favourite Game 
We Are The Champions 
Handbags And Gladrags 
Coronation Street 
Angel 

Close To Me 
Bare Necessities 
Jumpin Jumpin 
Never Gonna Give You Up 
Englishman In New York 
I Turn To You 
Dawson s Creek 


TV Theme 107142 

Manic Street Preachers 107744 
Bee Gees 107799 

Oasis 108338 

Britney Spears 107013 

Guns N Roses 107012 

Avril Lavigne 107814 

The Cardigans 109896 

Queen 108288 

Stereophonies 108341 

TV Theme 107741 

TV Theme 107832 

The Cure 107742 

Jungle Book 107028 

Destinys Child 107027 

Rick Astley 108365 

Sting 109877 

Melanie C 109888 

TV Theme 109873 


Tk 


nffjjjEpj ygj 

jiefuwj 


rn rrrrfnr ijmtr tnrw tnf m*t 
r//pr* PHmvrr pf<w nrrtnr mrln 
ftnrl Mrtttn mnrlnf rtf tjmrr 


fjfrnnn Tn 


• UJ5JU 


TA/VK WARS 
XTREME ROXifYIG 
rnnrRtx 

rn nrrlnr t/ntir rjitmn tnj fmrf ttfpn GAHfT 
rmtn nnrl NfnUrmnrfnl rtf tjmjr pftrmn tn 


M7V5R 


UJ5JU 


zj-/- r 


Heilcopter2 

mtv 

109033 

Hit and run 

mtv 

109034 

In this world 

moby 

108363 

Infected 

barthez 

106998 

Insomnia 

faithless 

107019 

It fust won’t do 

tim deluxe 


Its my life 

dr aiban 


Jamas dean 

daniel bedingiield 

Land ol the living 

milk inc 


1 begin to wonder 

dannii minogue 


JJJJJLtj JJIJJT-I UJJJJ JJUJJJJdJ £±J Itjjjjj UJJ uur 


Deadweight 

beck 

Can you dig it 

the mock turtles 

Clocks 

coldplay 

Dancing in the moonlight toploader 

Devil's haircut 

beck 

How soon Is now 

the smiths 

If 1 had a million dollars 

barenaked ladies 

Loser 

beck 

Nice weather for ducks 

lemon felly 

Should 1 stay or go 

the clash 

Song 2 

blur 

Songbird 

oasis 

Step on 

happy mondays 

Thats entertainment 

the jam 


1979 

smashing pumpkins 

A girl like you 

edwyn coilins 

A million love songs 

take that 

Aint no stoppin us now 

luther vandross 

All 1 wanna do 

sheryl crow 

All that 1 need 

beyzone 

Always 

erasure 

Angel 

paul van dyke 

Bitter sweet symphony 

the verve 

Black coffee 

ail saints 

Black or white 

michael jickson 

Canl help tailing in love 

UB40 

Champagne supanova 

oasis 

Cornflake girl 

tori amos 

Country house 

blur 

Cream 

prince 

Creep 

radiohead 

Deeper underground 

jamiroquai 

19-2000 

gorillaz 

A gas car 

tunny tune 

A little peace 

traditional 

Ani boom 

korean favorites 

Aranjuez 

robert michaels 

Arirang 

korean traditional 

Automatic 

less thin jake 

Autumn leaves 

yves montand 

Aux champs elysees 

daniele vidal 

Because the night 

jan wiyne 

Cha cha cha 

de las secretirias humo 

Comment te dire adieu 

francaise hardy 

Cool change 

little river band 

Danger high voltage 

electric six 

Dueling banjos 

Charlie daniels band 

Endless rain 

x japan 

Eple 

royksopp 

Gengls kahn 

gengis kahn 

Hot summer nights 

miami sound machine 

Kabhie 

kabhi khushi 


108345 

110403 

108224 

107819 

110973 


115491 

110977 

112591 

110888 

110890 

112305 

110907 

110920 

110263 

112342 

113765 

110430 

115516 

111534 


107775 

110380 

110382 

110384 

109350 

110859 

108517 

110864 

108440 

107746 

108429 

109844 

108338 

110886 

109870 

109730 

108602 

107795 


110381 

108639 

108721 

108727 

108850 

108612 

108838 

108679 

108613 

108835 

108732 

108632 

108900 

110067 

108886 

108611 

110622 

108677 

108907 

109072 


www.ezlone.co.uk Callers must be over 1 


Please ask permission from the person responsible for paying the phone bill before calling this service. Customer care lines 
open from Mon-Fri, 9AM-5.30PM and Sat 9AM-2PM on 0871 872 5879. Mobile calls are charged at a higher rate. Calls to 0907 numbers charged at Cl .50 per minute and should not 
exceed 3 mins (£4.50). EZTONE 211 Piccadilly London W1 9HF. 



























Next Month... Next Month... Next Month 


Next Month 


Yes, okay, so we were supposed to review it this issue, but the damned thing 
got delayed by two weeks didn't it!? Rest assured, we'll be bringing you 
coverage of this cel-shaded punch and kick-a-thon next issue! 




We've taken a break from the Developer Diary in order to fit all the E3 
loveliness in the past two issues, but it's returning with a vengeance next 
month. Shadow of the Sun is looking mighty sweet... 


Miles considers himself to be a pro when it comes to 
assassin games, and so it proved. Here's a guide for the 
less gifted. Sadly not written by Mr Cutter, who was on 
another 'assignment at the time. 

PLUS All THE LATEST CHEATS. TIPS AND i 
HINTS FOR THE BEST GAMECUBE TITLES! J 


We revisit Hoth and the Death Star before touching down on Endor and skimming the surface 
of Geonosis, in an attempt to blast Rogue Squadron III wide open. "Help me Obi Wan, you're 
my only hope..." 


© DRmn THD5E RELER5E SCHEDULES 


©OEUELDPER DIRRH 


© HELLI LEUEL5 RflD ERU1EPLRV DETRIL5 REUERLED! 


Definitive reviews of ALL the latest GameCube titles, including 


1(1 Tales of 

11^^ Symphonia k 

The Suffering id 
ESPionage id 
Custom Robo id 
XGRAfc 

The Italian Job id j 
MOH: Rising Sun id 
Metal Gear Solid: TS i d y/\ 
Return Of The King id 
1080° Avalanche id 
F-Zero GX id 


mxmpm 


AUTO MODEUISTA 

As if from nowhere, Capcom cel 
shaded racer appears! 


LODE RUNNER / T- # J 

The aging puzzler returns, but does 
anyone really care? 


STAR SOLDIER ^ 

It's going to have a tough time 
standing up to Ikaruga. 











••jj. 
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True Crime 


PRESENTED REE 
WITH ISSUE 22 OF 


PLAYABLE \ 
GAMEGUBE \ 

niirnm \ 


BURNOUT 2 (PAU 
RAYMAN 3 (PAD 
STARFOH 


MR DRILLER (JAP) 


9 


ACTION 

REPLAY 


DISC 


ONE 


Gladius 


FFCC 


DISC 


TWO 


An exclusive DVD packed 
with new and exciting 
GameCube footage! 


Leader 


Rogue 


Beyond 


Good 


Evil 


Metal 


Solid 


Gear 


TS 


P007 


All 


Nothing 


Need 


Speed 


For 


Prince of Persia 
Billv Hatcher 


FIFA 


2004 


TRUE CRIME 


CALI OF DUTY 


ROGUE SQUADRON 


GLADIUS 


DEAD TO RIGHTS 


QUIODETCH 


NBA LIVE 04 


FOR SPEED 


UVE 04 


TIGER WOODS 04 


CAREER 


CHALLENGE 


MADDEN 


10TR 


RETURN OF THE KING 


PRINCE OF 


PERSIA 


GOOD & EVIL 


HARVEST MOON 


FIFA 04 


FREE 

DISCS 


Every month we'll be 
bringing you a disc packed 
with cheats for the latest 
and biggest games. There's 
no need for fussing around 
entering cumbersome 
codes. You just slip the disc 
into your GameCube, select 
the game you want to bust 
and the relevant cheats you 
want to access, then stick 
the game disc in and hey 
presto - it's all sorted! 
Pretty good, eh? 

Oh, and don't forget the 
FreeLoader game! Next 
month's gam 
• Mr Driller 


VIDEO 


DVD 


GAMECUBE 
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Call: 020 8972 9494< 24h ~> 


email: info©kingcat.co.uk 
mon/fri 10am-6pm 


you can now win these great prizes by 
texting us. Just enter: ICINGCAT 
along with the letter next to the prize 
Then send it to: 
eg: KINGCAT A JOHN 


pg^ of Yu-ft 
r^Kaiba. Yu-ft I 
Decks A Lots' 
of Boosters 




\CM 0906 997 9991 


Trilogy 2 


and 9 and it To 81808 

I— ^BOB 


■e*. (VMm&si 

■S^iSara :w (Seai&frfo 


WiWW.kin9cat.CO.uk 

Payments to: 
KIN6 CAT 
PO BOX 770 A tm 
SURBITON ^ 
ICT7 OWL 


VA/inl «oo tojp€«d e 

Ww If I! puccastarc.com 
answer this question: who is Homer 
Simpson's son? a) Mickey b) Bart 
txt pucca with answer/name to: 

81808 


=\ kcychamt toncJL^eti 
j OVD*. Booh* JSd mo* 

t 

* 

■A) 

to 


WIND UP CALLS! 

THE ORIGINAL & BEST LISTEN-IN WIND UPS! 


CHOOSE FROM - 

1. TV Escort 

2. Stammering Caller 

3. Telephone Date Reply 

4. Recruited For Army 

5. Madam's Unpaid Bill 

6. Date With Male Star 

7. You’ve Scratched My Car 

8. Irritating Lost Friend 

9. Daughter’s Pregnant 

10. Escaped Vulture 

11. Irate Delivery Driver 




The computer 
will dial your 
victim and then 
you can listen 
in on the line 
as they get 
wound up! 



09067 555 159 

WINDUPCALLS.COM. Box 220, M27 OWR. Calls cost 75p/min. 



New nge consoles 

Main MegaStore Address: Unit 1117 Whitgift Genter, Croydon, Surrey 

I,1h : .0208 686 1680 


We have^almassive selection of import Gamecube 
gam^and consoles Check out our megasite at 

www.newageconsoles.com 


Latest US Imports £54 -*£5^99 

Hitman 2 Silent Assassin 5/13 


Hitman 2 Silent Assassin 5/13 
High Heat Baseball 2004 S/s * * _ 

Enter the Matnx 5/15 J yV 
Sonic Adventure DX DirectJr^Xut' 6/W 
VNfeno World J 

Tom Clancy's I ’&•' 

Skies of Arcadia I egendsflfciM * 

Resident , 4 

Baldur'5 GateqRarrailiance m 


mm 


ARioKAi^ 

1 




b BLACK GAMECUBE CONSOLE US UNIVERSAL 
PLAYS US AND JAP GAMES , 

Pnce E 169 99 

LX DLMO PURPLE GAMECUBE US UNIVERSAL 
PLAYS JAP AND US GAMES 

Pnce £ 119 99 




Game boy Advance SP 
In Sloe* Now n 


!! OVER 1500 PRODUCTS ONLINE RIGHT NOW !! 
(op«ntoon]cr*wt.y stor. www. newageconsoles.com 


(open soon| Crawley Storo ™ .v fi.i .u»»aijUUU.lUV/iUU.UUIM 

Count, ■ JSCn. cw*. New Store Now Open'’80 No,instreet *"? 

C—*~r 00 - Brighton BN1 1ZA Tel 01273 749 788 


Please call for 1 latest r games & prices 


































FOR CLASSIFIED 
ADVERTISING IN 



CALL: MARK MACLEAN 

on:01202 209 308 

EMAIL: markmac@paragon.co.uk 



^www. kingcube.co.uk, 

0845 225 40 90 

_ S’ _ _ . 

































































































































MISSED AN ISSUE? SEE WHAT 
All THE FUSS WAS ABOUT... 

Back issues cost £4.99 each including postage and 
packaging. UK only. Overseas prices available on request 


RESIDENT EVIl 

ZERO 


■ 


ISSUE 
FIFTEEN 

Huge eight-page review 
of the wonderful Zelda: 
The Wind Waker and 
Capcom's incredible 
2003 line-up revealed, 
plus part one of our 
Medal Of Honor: 
Frontline solution. 

^ ISSUE 
SIXTEEN 

Massive PAL review 
of Resident Evil 
Zero plus a huge 
In-Depth on P.N.03. 

Also check out the 
Super Monkey Ball 2 
Q&A and get your 
free RE Zero fascia 


ISSUE 

SEVENTEEN 

Feature-packed issue that 
also includes the PAL 
review of Metroid Prime 
and a full solution to 
Resident Evil Zero. Plus 
we go Freeloader crazy — 
all your importing woes 
are at an end! 


vj 




4 • i 




World-exclusive first play 
of Capcom's super-stylish 
P.N.Q3 plus a free 144 
page solution to Metroid 
Prime together with full 
colour maps inside the 
rryagazine, all completely 
Exclusive, of course! 


Iissue m 
N9NOEEH 

Comprehensive PAL 
review of The Wind 
Waker plus the low down 
on Soul Catibur II. Not to 
mention a Sims 
walkthrough, exclusive^ 
F-Zero CC preview ancj. 
free Zelda book. 


ISSUE 
TWENT 

Two free discs! \. v 
Yes, that's right - 
CUBE'S best free gift 
offer ever, plus all the 
news from E3 and a 
first look at Mario 
Kart: Double Dash!! 
Unmissable. 




PAYMENT METHOD 


□ Cheque/postal order made payable to Paragon Publishing Ltd. 


Amount enclosed 




CUBE0321 


□ Credit card type_ 

(ACCESS/VlSA/MASTERCARD/SWfTCH) 

Issue No (Switch)_ 


Signature . 


Expiry date.. 


Card Number_ 

If you don't want to receive related promotional material please tick this box Q 

BACK ISSUES ORDER FORM 

Please tick issues required (£4.20 each inc p+p) UK only. 

Overseas prices available upon request 


□ ISSUE FIFTEEN (REE BOOK) 
] ISSUE SIXTEEN (REE FMQA) 

□ ISSUE SEVENTEEN 


I ISSUE EIGHTEEN (ree book) 
^7 ISSUE NINETEEN (Re book) 
□ ISSUE TWENTY (Re cd i dm» 


ORDERING DETAILS 


PARAGON Phone: 01454 642442 Fax: 01458 271146 Email: CUBE@asubs.co.uk 

PUBLISHING Freepost Address: Paragon Publishing Ltd, FREEPOST NATW1809, (Customer Interface), SOMERTON, TA11 6ZA 




w: * 


nil 
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THE COMPLETE A Z OF QAMECUOE TFS 

GAMECUBE 
SECRETS, c9.99 
STRATEGIES 
SOLUTIONS volume 1 

Comprehensive solutions and guides 
for top GameCube games including 
Zelda: The Wind Waker, Metroid 
Prime, Resident Evil Zero, Super 
Monkey Ball and many more 

PLUS! COMPLETE 
SOLUTIONS TO... 

THE LEGEND OF ZELDA: 

THE WIND WAKER only £3.99 

LUIGI’S MANSION only £3.99 

METROID PRIME only £3.99 




































| DVD | Computing ] Phones | Electronics 



NEW STORE 

11 CENTRAL SQUARE 

CARDIFF 


02920 390512 


CASH 


FOR YOUR 


Games 

Weapons] 

www.baHleorberjr 1 

Over 1.000^ 

Replica Gunsjgwortis 1 
ArmsjmiilAr- 


Var.v// 


10 Primary 
LOTR Swords 
available 


4430182 


Over 


18 


UNBEATABLE DEALS ON GAMES & ACCESSORIES! 


rrtsrTh# Tom Clancy's 
M trte 5pBnt f Call 

m (ED mm fCD 


Warto World 

cma 


•Hhoh ipwd adapto* 
♦of ofv4»na oammo 


'aftasssr "s.'assei” 

GamaCub*' - 


atm 


atm 


Zj»d«Th. Sp—d K>ngi Burnout 2 Matroi d Prim. I 

»Sb u>a. mia «iM»aMl 

r GBAAFTERBURNERia^OW0NlT£?M?!r 

Converts your «xi*tirwj Game Boy Advance to an intamalfy-ilt 
dhptoy, just like the GBA SP, but at a fraction of the cost! A 


xyramax 

* .co.uk 


gamestation 

lAikasa* IBI*--aiooaA 


♦9 


where It’s never game over... 


The LARGEST selection of NEW 
and PRE-OWNED games, consoles 
and DVDs... 


VIS 


MAIL ORDER 
0845 345 0335 


STORES NATIONWIDE 

FOR YOUR NEAREST STORE 
CALL: 0870 112 1111 




www.gamestation.co.uk 



Revolutionary voice recognition technology! 
Jokelines that talk back to you - Just like a 
real conversation 


1. Sex Survey 

- How randy are they? 

2. My Daughters Pregnant 

- and you're trie father 

3. Internet Porn 

- They've been caught surfing hardcore! 

4. STD Clinic 

- they've caught a dose! 

5. Its the inland Revenue 

- we'd like a word, please' 

6. Drugs Survey 

- do they know more than they should? 

7. Model Idol 

- they're selected for the first round! 

8. Win a Million on TV 

- they're the guaranteed winner! 

9. Snock US Radio Show 

- and they're live on air' 

10. Sewage Plant 

- we're building one next door. 

+ MANY MORE 


StiU 

omy 

£1/min 


ara PSL PO Box 1463. Bristol BS99 3PA www HHanouawtndups.com 


GAMES 

OR EXCHANGE 

OLD FOR NEW 

ID required for cash - contact us for more details. Stores open 7 days a week 

NEW • 2 d HAND > BUY SELL EXCHANGE 

Birmingham 0121 200 2330, Bromley 020 8464 0480, Harrow 020 8427 5800, 
Hounslow 020 8572 8365, Kingston 020 8541 0882, Leeds 0113 244 1800, 
London W1 020 7636 2666, Southampton 02380 337100, Watford 01923 221 666. 

0 MB&& www.cex.co.uk 





























PAV JUST £7.84 EVERY 3 ISSUES BY DIRECT DEBIT 



MMMilUtUilr PLAYABLE CHEATS CD PLUS 255? 


DON’T 


Massive reviews of the best games 
all delivered to your door. Bargain! 
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OR PAY JUST £34 FOR 13 ISSUES! 


CALL THE SUBSCRIPTIONS HOTLINE: 


0870 


Wi 


8682 


FAX: 01458 271146 • EMAIL: CUBE@CISUBS.CO.UK 

r-» — — — — — — “ — — — — — — — — — — — — — — — — — — — • — — — — — — — — — — — — — — — — — — — — — — — — - 

j YES, I WOULD LIKE TO SUBSCRIBE TO CUBE 


PERSONAL DETAILS 

Your name 

Address 


PAYMENT DETAILS 
I. Direct Debit 

□ UK only £7.84 every three issues 

Instruction to your bank or 
building society to pay by Direct Debit 

Please Ml in the form and send it to: Paragon PubWung Ltd. Freepost (SWBi 565 ). fcrtchwav Bnsjd, BS 32 QZZ 


Post code 


F*hone number 


SUBSCRIPTION AS A GIFT 

Name 


Address 


Post code 

Email 

Phone number 

Date of Birth 

□ New Subscription 

□ Renewal Subscription 


Please return this order form or a photocopy of it 
together with your cheque/PO (if applicable) to the 
p u bl fsH m G following address: Paragon Publishing Ltd, FREEPOST 
NATWI809 (Customer Interface), 

SOMERTON, TAII 6ZA 

From time to time. Paragon sends out news about exciting new products and 
opportunities that are of interest to readers, if you do not wish to receive such 
information, please tick this box. □ 

CUBE032I 


o> 


DIRECT 
Deb it 



8 | 5 | I | 4 


I I I I I I I I I I ! I I I I I I 


I understand chat the instruction m 


■trad by the Drect Deb* guarantee 
in nnth Paragon PuNnhing Ltd and. 


I I I 


□ 


i i i i i 1 i l 


a may not accept Direct Deb* instruction* for some types of account 

2. Cheque/credit/debit card 

□ UK 04 for 13 issues □ Europe £52 for 13 issues □ World £63 for 13 issues 

□ Cheque (£’s sterling made payable to Paragon Publishing Ltd) 

□ Visa □ Mastercard □ Am ex □ Switch □ Delta 


Card number: 


| I I I | I I I | III | I I I | 


I I I I 


Expiry date: 


l ' I - l i l 


Issue No: I I 


Signed: 


Date: 



























































r UNTIL THE SUMMER of ’96 3D console games were glitchy affairs and were 

graphical showcases rather than valid products to entertain us. 

Then came the N64 however, and whatever opinion you may have of 
Nintendo's controversial hardware, there's absolutely no denying the impact of a 
S uper Mario 64, the long-awaited flagship title that represented console gaming 
finally going 3D 'proper'. 
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Providing Every Cheat You'll Ever Need 


WALKTHROUGHS 




Army Men Advance 
Breath of Fire 
Broken Sword 
Bruce Lee. Return of Leg. 
Castlevania: Aria Sorrow 
Crash Bandicoot XS 
CT Special Forces 
Oragonball Z: Leg Goku 
Driver 2 Advance 
Golden Sun 

Harry Potter C.of Secrets 
L. of Zelda Link to Past 
Lord of Rings Two Towers 
Mario Kart Super Circuit 
Megaman Zero 
Pokemon Ruby 
Pokemon Sapphire 
Sonic Advance 2 
Tony Hawk s 3 
WWE Rd to W*mama X8 
Yu-Gi-Oh!: World Ed. 
Zelda: A Link to the Past 
Plus Mony More... 


OAMEBOY 


Crystal Pokemon 
Dragonboll Z L.Sup.Wars. 
Gold Pokemon 
Harry Potter 
Jungle Book 
Pokemon Blue 
Pokemon Crystal 
Pokemon Gold 
Pokemon Red 
Pokemon Silver 
Pokemon Yellow 
Super Mario Land 2 
Tire L. of Zelda (Ages) 
Yu-Gi-Ohl: Dark Duel St. 
Zelda Oracle of Seasons 
Plus Many More... 


M 


Blade 2 

Champ. Manoger 2002 
Dakar 2 
Dead to Rights 

Enter the Matrix 

Genma Onimusha 
Halo 

Hitman 2: Silent Assassin 

I. Jones: Emperor s Tomb 

Jedi Knight 2 

Jurassic Park Op Genesis 

Kakuto Chojin 

Lord of Rings Fel. of Ring 

Matrix (Enter tire) 

Medal of Honor Frontline 
Midnight Club 2 
Phantasy Star Online 
Project Gotham Racing 
Red Faction 2 
Return to C. Wolfenstein 
Roller Coaster Tycoon 
Sega GT 2002 
Sims 

Splinter Cell 

Star Wars: Clone Wars 

Star Wors Jedi Knight 2 

Syberia 

The Hulk 

The Matrix 

Tony Hawk s 3 

Yager 

Plus Many More... 


Banjo Kazoole 
Banjo Tooie 
Carmageddon 
FIFA 98 

Fists of Fury (Tom & Jerry) 
Goldeneye 
Super Mario 
Turok: Shadow Oblivion 
Zelda Majora s Mask 
Zelda: Ocarina of Time 
Plus Many More... 


Four Wheel Thunder 
Headhunter 

Metropolis Street Racer 
Res. Evil: Code Veronica 
Shadowman 

Plus Many More... 


Age of Mythology 
Alone in the Dark 4 
C&C Red Alert 2 
Caesar 3 

Cossaks. European Wars 
Discworld Noir 
Empire Earth 
Enter the Matrix 
Grand Th. Auto: Vice City 
I. Jones: Emperor's Tomb 
James Bond: Nightfire 
Medal of Honor: All. Ass 
Medieval TWar: Viking In 
Moto GP2: U.R.T. 

Red Faction 2 

Return to C. Wolfenstein 

Rise of Nations 

Settlers 4 

Sim City 3000 

Sims 

Sims: Unleashed 
Soldier of Fortune 
Star Trek: Armada 
Stronghold 
The Hulk 
The Thing 
Theme Hospital 
Tomb Raider A. of Dark 
Total Club Manager 2003 
Tropico 2: Pirate's Cove 
Plus Many More... 


• OVER 10,000 CHEATS 
AVAILABLE 


• THE LATEST CHEATS 
ADDED EVERY DAY 


COMPILED BY GAMING 
EXPERTS 


Alone in the Dork 4 
Baldur’s Gate: Dark All. 
BloodRayne 
Burnout 

C.Bandicoot: W.of Cortex 
Commandos 2 
Conflict Zone 
Def Jam Vendetta 
Devil May Cry 
Devil May Cry 2 
Drogonball Z Budokai 
Enter the Matrix 
Escape Monkey Island 
FIFA 2003 
Final Fantasy 10 
G1 Jockey 
Getaway 
Gran Turtsmo 3 
Grand T Auto: Vice City 
Grand Theft Auto 3 
Half Life 

Harry Potter C.of Secrets 
Headhunter 

Hitman 2: Silent Assassin 
Jurassic Park Op Genesis 
Kingdom Hearts 
LMA Manager 2003 
Lord of Rings Two Towers 
Lord of Rings Fel of Ring 
Matrix (Enter the) 

Medal of Honor Frontline 
Metal Gear Solid 2 
Midnight Club 2 
Mort Kombat Deadly All 
Moto GP 3 
Mummy Returns 
Need for Speed H.Purs.2 
Premier Manager 2002 
Primal 

Pro Evolution Soccer 2 

Ratchet and Clank 

Res Evil: Code Veronica X 

Return to C Wolfenstein 

Rocky 

Shinobi 

Silent Hill 3 

Sims 

Spiderman The Movie 

Splinter Cell 

Street Hoops 

Stuntman 

Syberia 

Tenchu: Wrath of Heaven 

Terminator: Dawn of Fate 

The Getaway 

The Hulk 

The Matrix 

The Sims 

The Thing 

Tiger Woods Golf 2003 
Time Splitters 2 
Tomb Raider: A of Dark 
Tony Hawk's 4 
Turok: Evolution 
WWE Smackdown! S Y.M. 
X-Men 2: Wolverine's Rev 
Plus Many More... 


A = 0 1 

A Goddess Reborn 
Ace Golf 
Agent Under Fire 
Aggressive Inline 
American Pro Trucker 
Animal Crossing 
ATV Quad Racing 2 
B = 02 

Baidur's Gate Dark All 
Batman Vengeance 


Extra Large Shrek NBA 2K2 

Extreme G 3 NBA 2K3 

F = 06 NBA Courtside 2002 

FI 2002 NBA Live 2003 

Fantasy Star Online 1 & 2NBA Street 
Fellowship Of The Ring NBA Street Volume 2 


Fellowship Ot me Ring 

FIFA 2002 
FIFA 2003 

FIFA World Cup 2002 
Fighting Live 
Fire Blade 


NBA 2K2 Star Wars: Jedi Knight 2 

NBA 2K3 Star Wars: Rog. Leader 

NBA Courtside 2002 Starfox Adventures 

NBA Live 2003 Sum of All Fears 

NBA Street Summoner Goddess Reb 

NBA Street Volume 2 Super Mario Sunshine 

Need for Speed H. Purs.2 Super Monkey Boll 
Nemesis (Resident Evil 3) Super Monkey Ball ? 

Next Dimension: X-Men Super Smash Bros Melee 


NFL Blitz 2002 
NFL Q back Club 2002 


Batman: Darit Tomorrow Fox McCloud StarFox AdvNHL 2003 


Superman: Apokolips 

Swingerz Golf 

T = 2 0 
Torzan Freeride 
Tarzan Untamed 
The Fellowship Of Ring 
The Hulk 


Battle Houshin Freekstyle 

Battle. Sonic Adventure 2 Freeride Torzon 


Battlecry Robotech 
Beach Bandits, R. Power 
Beach Spikers 
Big Air Freestyle 
Black and Bruised 
Blood Omen 2 
BloodRayne 


Frontline (M. of Honor) 


NHL Hitz 2002 
Night of 100 Frights 
Nightfire 

0 = 15 


Bloody Roar: Primal Fury Groove Adventure Rave 
Blue Storm - Wave Race H = 0 8 

BMX XXX Harry Potter C.of Secret: 


Gauntlet: Dark Legacy Ocarina of Time: Mai 
Ghost Recon Ocarina Of Time: Zel 

Goddess Reborn 007 Agent Under Fire 

Godzilla: D. all Monsters 007 Nightfire 
Grand Heat - Burnout Outlaw Golf 
Groove Adventure Rave P = 1 6 

H = 0 8 Pac-Man World 2 

Harry Potter C.of Secrets Paris-Dokar Rally 2 
Hoodlum Havoc Phantasy Star Online 

Hot Pursuit 2 Pikmin 


Ocarina of Time: Master The L. of Zelda W.Woker 
Ocarina Of Time: Zelda The L.of Zelda: M. Quest 


Point of Impact 


Primal Fury - Bloody Roar Time Splitters 2 


Bom berm an Generation Hoodlum Havoc Phantasy Star Online 

I Bond 007: Nightfire Hot Pursuit 2 Pikmin 

| Bond Agent Under Fire Hot Wheels: Velocity X Point of Impact 

Bounty Hunter: Star Wars Hulk Primal Fury Bloody R< 

Burnout 1 = 09 Q = 1 7 

Burnout 2 Point of Impact Ikaruaa Quack Attack 

C = 0 3 Inc redible Hulk Quad Power Racing 2 

Capcom vs. SNK: EO Int. Superstar Soccer 2 R = 1 8 

Casper: Spirit Dimensionslnt Winter Sports 2002 Rayman 3 
Cel Damage J = 1 0 Reckless: Yakuza Missic 

Chamber of Secrets J.Bond: Agent Under Fire Red Card Soccer 2003 
Clone Wars - Star Wars J.McGrath's S'cross World Red Faction 2 
Combat Zones Top Gun James Bond Nightfire Reign Of Fire 

Conflict Desert Storm Jedi Knight 2 Resident Evil 

Crash Bandicoot K = 1 1 Resident Evil 2 

Crazy Taxi Kelly Slater's Pro Surfer Resident Evil 3: Nemes 

Crush Hour (WWE) Kinnuku Man 2-Yo Resident Evil Zero 

D = 04 L = 12 Rev. of Flying Dutchma 


Q = I 7 
Quack Attack 
Quad Power Racing 2 
R = 1 8 
Rayman 3 


Reckless: Yakuza MissionsTop Gun: Combat Zones 
Red Card Soccer 2003 Turok: Evolution 


Crash Bandicoot 
Crazy Taxi 
Crusn Hour (WWE) 
D = 0 4 

Dakor 2 


Resident Evil 

Resident Evil 2 


Ty the Tasmanian Tiger 
U = 2 1 

Ult.F.Champ: Throwdown 
Ultimate Muscle 


Resident Evil 3: Nemesis Universal Studios Adv. 


Resident Evil Zero 


L. of Kain Blood Omen 2 Rise of the Akl 


Rev, of Flying Dutchman Velocity X Hot Wheels 


Dark Alliance (B's Gate) L.of Zelda: Master Quest Robotech: Battlecry 


Dark Legacy 


Leg. of Zelda O of Time Rocket Power Bch I 


Vendetta Die Hard 
Vexx 


Dark Tomorrow - Batman Leg. of Zelda: W. Waker Rocky 


dits Virtua Striker 3: V 2002 


Dave Mirra BMX 2 Legends of Wrestlir 

Dead to Rights Legends of Wrestlir 

Deadly Alliance Lord of Rings Two 7 

Def Jam Vendetta Lord of Rings: Fel. of Ring 

Defender Lost Kingdoms 

Desert Storm (Conflict) Lost Kingdoms II R 

Destroy All Monsters Luigi's Mansion 

Die Hard Vendetta M = 1 3 

Dinosaur Planet (Starfox) Madden NFL 2002 

Disney Sports Footboll Magical Mirror 

Disney s Magical Mirror Mario Party 4 
Donald Duck: Quack Att. Mario Sunshine 
Doshtn the Giant Mat Hoffman's Pro 

Dr. Muto Matrix (Enter the) 

Driven Medal of Honor Frc 


Legends of Wrestling Rogue Leader 
Legends of Wrestling 2 Rune Lost Kingdoms 


Lord of Rings Two Towers Rune - Lost Kingdoms 2 Wind Waker 


Lost Kingdoms 

Lost Kingdoms II: Rune 

Luigi s Mansion 

M = 1 3 


Sanity’s Requiem World Cup 2002 

Scooby Doo: 100 Frights Worms Blast 
Scorpion King Wrath of Cortex 

Scream Arena Monst. Inc Wreckless: Yakuza Miss. 
Sega Soccer Slam WWE Crush Hour 

Shrek: Extra Large WWE Wrestlemania X8 

Simpsons: Road Rage X = 2 4 

Sims X-Men 2: Wolverine's Rev. 


Wolverine's Revenge 
World Cup 2002 


Mat Hoffman's Pro BMX 2 Skies of Arcodia Legends X-Men: Next Dimension 
Matrix (Enter the) Smugglers Run 2 Wor z. Z«26 

Medal of Honor Fr< 


e = os 

Eggo Mania 
Eighteen Wheeler 
End Game 
Enter the Dragonfly 

Enter the Matrix 


ESPN Int.Winter Sports'02MX Superfly Spyro fcnfthe Dragonfly 00/ Nightfire 

Eternal Darkness Mystic Heroes SSX Tricky 18 Wheeler 

Evolution (Turok) N = 1 4 Star Wars Bounty Hunter 2002 FIFA World Cup 

Evolution skateboarding NASCAR Thunder 2003 Star Wars: Clone Wars Plus Many More... 


Matrix (Enter the) Smugglers Run 2: Warz. 

Medal of Honor Frontline Sonic Adv.2 Battle 
Men In Black 2 Alien Es« Sonk Mega Collection 
Metroid Prime Spideiman Tire Movie 

Micro Machines Spirit Dimensions 

Minority Report Splinter Cell 

Monsters Inc. Scr. Arena SponaeBob S'Pants RFD 
Mort Kombat: Deadly All Spy Hunter 


Z = 26 

Zapper 

Zelda: Master Quest 
Zelda Ocarina of Time 

Zelda: Wind Waker 

Zoocube 

0-9 = 2 7 

007 Agent Under Fire 


yro Ent the Dragonfly 007 Nightfire 



P3 


The L.of Zelda: Oc. Time 
The Matrix 
The Scorpion King 
The Simpsons: Road Rage 
The Sims 
The Two Towers 
Theme Park Adventure 
Throwdown - UFC 
Tiger Woods Golf 2003 




Tom Clancy: Ghost Recon 
Tom Clancy Sum ol Fear 
Tom Clancy's Splinter Cell 
Tony Hawk's 3 
Tony Hawk's 4 





W = 2 3 

Warzone, Smuggler's Run 
Wave Race Blue Storm 




AGED 16 OR OVER, CALL THIS NUMBER NOW 


000(33 00© ©Qt 


f 

Di 


AGED UNDER 16, CALL THIS NUMBER 




M 


• 100S OF QUALITY 
WALKTHROUGH GUIDES 


CALLS TO THE ABOVE NUMBERS COST ONLY 60p PER MINUTE 

NON-UK CALLERS: + 44 700 590 7575 


Please ensure you have permission from the bill payer before calling Each call to the under 16's number will cost no more than £3.00, and will end at 5 minutes. Mobile phone call charges may vary. 
All logos and game titles are trademarks of their respective companies Detoils are correct at time of going to press. Please put any comments or questions in writing to Interactive Telcom Ltd 8 Grants 
Wolk. PL25 5AA, or emailcustserv@cheatsunlimited com. or call our 


24hr Customer Service: fFreeohonel 0800 081 6000 
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